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special Offer for AC Readers! 

AMOS (US), AMOS Compiler, and AMOS 3D 

all llin>r for only $99.99''^ 

Bring your Amiga to Life! 



AMOS - The Creator is like notliing you've ever seen before on tlie Amiga. If you want to harness 
the hidden power of your Amiga, then AMOS is for you! 

AMOS Basic is a sophisticated development language with more than 500 different commands to 
produce the results you want with the minimum of effort. This special version of AMOS has been 
created to perfectly meet the needs of American Amiga owners. It includes clearer and brighter 
graphics than ever before, and a specially adapted screen size (t^TSC). 



"Wfiether you are a budding Amiga programmer who wants to create fancy graphics without weel^s 
of typing, or a seasoned veteran who wants to build a graphic user interface witfi the minimum of 
fuss and link with C routines. AIvlOS is ideal for you." Amazing Computing. June 1992 

^ Define and animate hardware and software sprites (bobs) with lightning speed. 

^ Dtspiay up to eight screens on your TV at once - eacti with its own color palette 
and resolution (including HAM, interlace, half-brite and dual playfield modes). 

^ Scroll a screen with ease. Create multi-level parallax scrolling by overlapping 
different screens ■ perfect for scrolling shoot-em-ups. 

^ Use the unique AMOS Animation Language to create complex animation 
sequences for sprites, bobs or screens which work on interrupt. 

^ Play Soundtracker, Sonix or GMC (Games Music Creator) tunes or IFF samples 
on interrupt to bring your programs vividly to life. 

^ Use commands like RAINBOW and COPPER MOVE to create fabulous color 
bars like the very best demos. 

^ Transfer STOS programs to your Amiga and quickly get them working like the 
original. 

^ Use AMOS on any Amiga from an A500 with a single dnve to the very latest 
modei with hard disk. 

WHAT YOU GET! 

AMOS (US)— AMOS BASIC, sprite editor. Magic Forest and Amosteroids arcade games. Castle AMOS 

graphical adventure. Number Leap educational game. 400-page manual with more than 80 example 

programs on disk, sampie tunes, sprite files, and registration card. 

AlVlOS Compiler^AMOS Compiler, AMOS language updater, AMOS Assembler, eight demonstration 

programs which show off the power of the compiler, and a comprehensive, easy-to-use manual to 

develop lightning fast software. 

AMOS 3D~Ob|ect Modeler, 30 new AMOS commands, and more. AMOS 3D allows you to create 3D 

animations as fast as 1 6 to 25 frames per second. You can display up to 20 objects at once, mix 3D with ""if^" ^i'"**-"' "^'"ii ti"' Dowrrfui Siint.- Edrtor 

other AMOS features such as sprites, bobs, plus backgrounds, and more. 

l/niiiU'il Tiitw (tjfcr for AC rradfrs only! 

Get all three AMOS packages at one great price. Order today by sending your name, address 
(physical address please— all orders will be shipped by UPS), and $99.99 (-plus $10.00 lor Shipping 
and handling) to: AMOS Special. PiM Publications. Inc.. P.O. Box 2140. Fall River, MA 02722-2140 or 
use your VISA. MasterCard, or Discover and fax 1 -508-675-6002 or call toll free in the US or Canada: 



PrutlhCf t-<Ui(;iliiHi^L prfii^r^ni-t WA\\ L-Jse 




1-800-345-3360 
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Please allow 4 lo 6 weeks lor delivery. 

AMOS writlen by Franpois Lionel. 

' i992Mandarin/Jaw)i 

CoLntry ol Origin: UK 
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Strength in Numbers 

GVP is the best Solution 
On any Amiga^ 

Great Valley Products has been the technological leader in Amiga peripheral and 

enhancement products since t988, We consistently provide you with tlie best quality 

add-ons for the Amiga computer,,, bar nonef 




EGS 28/24 SPECTRUIHl"' Go B(r>™d AG A Graphics 
d with ihis real-time, 24-bit, true-color graphics 
' enhancement card. Programmable resolutions up to 

IfiOOsllSO! 800x600 in 24-hit! 
" We include a custom display 

pass-through cable for single- 
" moniior use. Many applications are ready-torun and 

we include the acclaimed EGS Paint as a bonus too! 

Bring workstation graphic power to your Amiga today 

and sec what you've been missing! 
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TBCPIUS'" This professional quality, all digital time- 
base-corrector (TIlCj uses stale-o(-thc-art 8-bit 4:2:2 
video signal processing... Wus it provides a real-time 
video Iramc-grabber and 16.7 million color frame-buifer 
...Pks there is a full SMPTE/EBU time-code 
receiver/generator... P/as this incredible product will 
iranscode composite and Y.fC inputs... P/ns a ui "R^jir 
1 channel video input switcher |in composite •ji D I'] 
jndV, CI ...Pte programmable video | D ^' 

speci.il effects! 
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Performance Series II™ At soMhz, you can own the 

fastest A1200 in the world! Add up to 32MR of high- 
speed 32-bit RAM, today! With the added power of a 
SOMhz FPU, your floating point operations have never 
been speedier. A simple connection in the A I lOO's 'trap- 
door' never voids a wananty, and with the Series II you 
have the added versatility of our custom option slot. 
Add [be fastest SCSI interface on any A! 200 with the 
A1291 SCSI Kit. It just plugs in from the back. Other 
expansion products coming soon! 
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ImagcFX'" Totally Integrated Image Processing. This is 
the only Image Processing package you will ever need. 
Period- This is the professional solution that brings you 
not only interchange between various image formats 
such as TIF and GIF and TARGA, but also a full-featured 
24-bil, real-time paint and touch-up program. See the 
work you are doing while yoa do it'. Edge leathering, 
Alpha channel, CMY/HSV/YUV/YIQ operations, inte- 
grated scamung, regionalized processing... It's in there! 
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G-LOCk'" Bring live video, audio and Amiga graphics 
together and do it on any Amiga! Get connected ivith the 
world of video with our built-in transcodcr to convert 
input video to composite, Y/C, RGB or YUV outputs! Full 
support for AGA systems as well as the 'classic' Amiga 500, 
2000 and 3000. Acclaimed interlace controls make this 
easy to use and simple to control. Scala"' u«rs even get an 
EX module to use G-Lock in their multimedia applications- 
Add G-Lock's included dual-input audio pane! and it's 
simply the best choice for cvcr>' personal Amiga owner. 
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^•24" 2.0 — Tlie Ultimate Genlock This is what you 

- have been searching tor in a professional ijuality genlock 
for your Amiga 2000, 3000 or 4000. This integrated hard- 
ware design provides the crispesi, cleanest genlockcd video 
on the Amiga desktop. With options for RGB, composite, 
S VHS, Betaeam and fvl-ll compatible inputs (k outputs 
as well as a 24-bit, 16.7 rtiilliou color frame-buffer and 
real-time framegrabber/digitizer, this is lie Amiga 
genlock every professional needs. Powerful included 
software completes this picture as the Uhimate Genlock. 
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G-Force '030 Combo™ 

GVP's classic Combo card accelerates your Amiga 2000 
to new heights! This integrated design slips into the 
processor option slot in your system and instantly pro- 
vides dramatic performance improvements. Easily add 
up to 16MB of fast 32-bit RAM. Gain expansion and 
versatility with our powerful SCSI il interface, allowing 
you to connect up to 7 devices such as hard drives, 
SyQuest removables or CD-ROM drives. 
Feel the power of G-Force today! 
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G-Forra '040/33 Combo" 

The classic Combo taken to the Ultimate Extreme! 

Your applications will blaze with the awesome power of a 

33Mh2 68040 processor. Give that muscle some room to 

flex with room for up to 64MB of fast 32-bit RAM. Of 

course our award-winning SCSI II interface is integrated 

for maximum performance and we include the bonus of 

ioExtcnder capability with an extra parallel port and a 

buffered high-speed serial port. Hot "toast" sensed here! 

CIRCLE 330 ON HEADER SERVICE CARD 

4008 SCSI ir 

Bring the world of SCSI within your reach with this 

easy-to-install board. Instantly gain access to thousands 

of peripherals such as hard tlrives, SyQuest removable 

media and CD-ROMs. Add up to 7 devices to your Amiga 

4000 and smile. As a leader m Amiga peripheral technolog)' 

since 1988, ^ve still maintain support for A2000 owners 

too, even providing 8MB of RAM expansion on the card. 

Advanced surface-mount technology allows any user to 

mount a 3.5" drive directly to the card, providing for 

maximum convenience. Get the GVP SCSI difference! 
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ioExtender™ 

Feeling trapped; Let GVP extend your horizons with 
our casy-to-usc ioExtender. Contained on a single card, 
you will find an additional parallel port, allowing you to 
connect a printer and a digitizer [such as DSSS^I at the 
same time. I^lo more messy, unreliable switch boxes! VVc 
include two, that's right, two high-speed, FIFO buffered 
serial ports. No more dropped data or bogged-down com- 
puters when transferring data via moiicm |at speeds in 
excess of 57,600! ]. Free your ports and regain performance 
on your Amiga with ioExtender! 

DlinmrOfll/' circle 33B on reader SERVICE CARD 

rHUNErAK |»h«iePakVFr2.0 

^ij^t^ir^ If you are calling for VoiceMai I Press 1, 

•^^^ If you would like to send a Fax, Press 2. 

If you would like to have this automated, scheduled, 

time/date stamped and call you when you have new mail, 

get PhonePik VFX 2,0 today! Fully integrated, allowing 

unlimited mailboxes and private fax receiving. Send faxes 

from any program that prints. Call in remotely and 

retrieve faxes sent earlier. Plain paper or paperless faxing. 

Call routing with Centrex/PBX support, and more! 
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DSS8+"' 

Clearly Superior! This is the quietest, 

most professional and attractive digital 

sound sampler yet made. Assembled of high-impact clear 

polycarbonate, this is the sound sampler to own for the 

Amiga. The versatile Digital Sound Studio software 

includes a multifacetcd program for sampling, editing, 

song composition, stereo sound playback as well as 

creation of .MOD format songs. 
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GREAT VALLEY PRODUCTS, INC. 

057 CLARK AVENUE KING OF PRUSSIA, PA 1940t 

PHONE 215i354'949S • FAX 2IS'337'9922 










USA 



EGS 2B/24 Speclnjnt. Pertorroncs Sches II, liraie FX. G-Lock. IV-24. G-Force '03S Comtto. G-Fofce 'MO/33 Combo. J1K16 SCSI II, ioEittnilef. 
PtionePak VFX. anfl DSSBt are Iradematks ot Gteai Valley Produc;s, tnc. All other Irademarte are the propeft^ ol Itieli respective owners. 
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The Toaster System Integrator, 




T-Rexx Professional is a higlily 
integrated ARexx script generation 
environment with powerful tools 
specifically designed for the NewTek 
Video Toaster. T-Rexx can also 
automate the functions of 11 other 
important products, and, because it is 
completely user configurable, you can 
add support for the products of your 
choice. 

Benefite 

Create sophisticated scripts 
without any knowledge of ARexx. 

You simply point and click. T-Rexx 
even displays your scripts in plain 
English! 

All T-Rexx tools are connected 
together creating a fully integrated 
system. You need learn only one user 
interface to master every aspect of 
T-Rexx Professional. 

You can quickly and easily manage 
large quantities of Toaster Framestore 
images. Convert Framestores to 
and from RGB {in full color and 
fidelity) without requiring a Toaster. 

You can create your own 
ActionFX and OrganicEX to 
produce custom results for your 
demanding clients. Using T-Rexx's 
special effects processing, dozens of 
new FX can be created from a single 
source. 

You can create and modify 
Toaster projects creating exactly the 
configuration which best meets your 
needs. 

Develop scripts In a fraction of the 
time it used to take using T-Rexx's 
unique Real Time Mode. You can 

test your scripts as you write them, 
alerting you to any mistakes instantly. 

Using one consistent, easy-to- 
leam user interface, you can 
control any program that is ARexx 
compatible or any device that can 



accept commands via a serial or 
parallel port. Your entire studio, not 
just your Toaster, can be controlled by 
T-Rexx giving you more time for 
producing results instead of hunting 
for solutions. 

Includes support for the following 
products: AmiLink, Art Department 
Professional, BCD-2000A, DQ-Taco, 
MediaPhile, MorphPlus, PC-VCR, 
Personal SFC II, Personal TBC III, 
Pixel 3D, SunRize Studio 16 and 
VISCA. 

T-Rexx allows you to create 
interactive or automated 
multimedia presentations by 

finking the Video Toaster to odier 
hardware and software products. 
T-Rexx's ability to be synchronized to 
events from the GPI, serial port, 
parallel port, keyboard, ARexx or 
timer means you've got the widest 
array of options available for your 
creative use. T-Rexx can even 
automate the recording of your 
finished presentation (including 
audio) onto video tape or single frame 
recorders. 

T-Rexx provides powerful batch 
processing tools which save you 
time and disk space. Process 
images as they're produced 
automatically, without having to store 
intermediate results. 




Your script is shown in plain English on T-Rexx 
Professional's main screen. 




Framestores can be converted to/from RGB, 
previewed and organized using FramestoreFNL 




T-Rexx helps you get the most of your system 
investment because an integrated system is 
greater than the sum of its parts. T-Rexx 
Professional is the Toaster System 
Integrator! 



AS 



The followinR names arc tradtniarks or regisiered iradcimrks of the indicated compank^ T Rexx Professiona]. 
MorphRus. FramestoreFM, UgKlTV. Share FX. arid An Deparlntem Professional: ASDG Incorporalc'd. .ARexx: Wishful 
Thinking Develcpmfnl Co^).. Deluxe Paint: Eiectronic Ms. BriUiaflce: Digital Creauons, Inc., Araiga: Commodort-- 
.Amiga. Inc., ^"ideo Toasler. Toaster, TnasterPaint, and LighiWave 3D: XewTek Incoiporaled. Other iradernarks are the 
propcny oi iheir respective lioldere. The \1deo Toasler Logo is cop)Tighted hj- NewTek Incorporated and is ustd viiili 
permission. Copyright t> 1993 by ASDG incorporated 
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925 Stewart Street Madison. Wl 53713 
608/273-6585 

T-Rexx Professional is backed by i^DG, a 

solid company providing innovative products and 
qualit)- customer support since 1986. 
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Making ail the pieces fit. 



This issue of Anuizin}' Compiiliui;; is filled 
with an assortment of stories and articles as 
fresh as we can make them. From the final 
arrivalofCD'- to North America (OKCanada) 
to Lew Eggebrecht's annoimcemcnts at 
World Of Commodore Amiga in Toronto, 
over 15% of this issue was created less than 
two weeks before shipment. And it wasn't 
easy. 

I have learned some things in creating 
this issue. The Amiga is doing better than wc 
had been expecting. CD''- is still breaking 
sales records in Europe. And we should all 
expect a little more from ourseKes, 



changes we ha\'e all made. An impttrtant 
executive was able to be at home \vith his 
family and still able to handle thedav-to-day 
necessities of his job. Ob\iously, the end 
result is a happv executive, but does that 
mean that the work gets done. You be the 
judge. 

Please read the interview with Lew on 
page 32as well as the excerpt from the speech 
he mad e i n Toron to on page 57. Lew, with the 
helpofhisCoinmodore staff, hasbeen able to 
getCD'- from thedrawing board to thedeal- 
ers shelves ivith incredible results, hi addi- 
tion, \vork on the ,'\AA chip set is moving 



levels of the machine. This means that \'irtu- 
ally anything an Amiga can do, a CD'- unit 
can be built to do the same. 

So \vli\- is this just a test? We want to see 
CD'- here in quantity. If that means we need 
to inform the public what CD^- is and how it 
works, then that is what we are going to do. 

AC has always backed the Amiga with 
mLiscle. From the first issues of /4j)/n:iir^'Ci)j;r- 
piitiiiy to the Winter '94 Ad: GUIDE, we 
havecontiniicd tode\x'lop products Ihatsup- 
port the user and the Amiga. 

Our test with this CD'- column is to see 
if we can disseminate enough facts about the 



Until then, I was nottruly aware of the changes we have all made. 
An important executive was able to be at home with his family 
and still able to handle the day-to-day necessities of his job. 



Lew Eggebrecht 

Lew Eggebrecht is Vice President of 
Engineering at Commodore. While he works 
in West Chester, he maintains his home in 
Colorado. This means he spends part of the 
week pushing through nev\' designs for the 
Amiga and the rest of his week at his home in 
the mountains. Before anyone begins to be- 
lieve that this is all fun and games, the man is 
never out of touch with West Chester. 

During the work on this intcn'icw, 1 
needed to contact Lew. 1 called his office in 
West Chester and spoke to his assistant. She 
told me he was out of the office. 1 told iier 
u'ho 1 was and that 1 was working on the 
interview. I also said I knew he was probablv 
in Colorado and that I would call back in a 
few days. She stopped me, told me to hold, 
and, in a few seconds. Lew's voice \vas on the 
line. 

"1 thought you wore in Colorado?" 

"lam," he replied, "they just forwarded 
your call to me." 

Until then, 1 was not truly aware of the 



quickly, u-ith a AAA chip set due possibly as 
eariv as fall of \9^)4. This is one of the best 
sales pitches I have ever heard for tele-com- 
muting employees. 

On CD^= 

This issue vvc have added a new section 
for CD'- news and reviews. To be frank, this 
is a test. The new platform is selling ex- 
tremely well in Lurope and we ha\'e every 
confidence it will do as well here. 

As 1 have said often (and to more and 
more people), CD'- is a better platform than 
anything any of the competition have sup- 
plied. Its operating s\'stem is sound and is 
supported by o\'er eight years of develop- 
ment tools. As far as design specifications — 
few of the competitors can come close to 
whatCD'-has. When weaddthefact that this 
is roallv nn .Amiga with a CD strapped to its 
top, all of us know what it can do. 

The interesting thing is that the design- 
ers allowed the Amiga to shine through. The 
hardware port is fully functional with all 



new platform tocon\-inceothermedia.sources 
that CD'- is a truly viable and important 
platform. 

The lest is to see if breaking the CD'- 
covorageaway from the rcstof the magazine 
is the u'ay to accomplish this. If not, we will 
try something else. Tliere is one thing we 
have learned in over eight years of Amiga 
service: do everything you can and you will 
ne\'erneed lo apologize. 

I think this is why Lew Eggebrecht and 
his wife ha\'e been married for o\cr 30 years. 
He works hard and he pays attention to the 
important things in life. If we all follow his 
example, ^ve ha\'e a great deal to look for- 
ward to. 




Don Hicks 
Managing Editor 
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Retargetable Graphics* have arrived! 
24 bit graphics for your Amiga® 



Picasso II RTG (Retargetable Graphics) means 
Incredible New Graphics Power for your Amiga. 

Providing greater resolutions and more speed than AGA 
systems and ttie ability to run system friendly AGA 
software, the Picasso II is a next generation graphics 
display system. Your Amiga will be able to run all the latest 
software at resolutions up to 1280 x 1024 with 256 colors 
on screen. The Picasso II also supports custom screen 
modes with up to 16.7 million colors at resolutions as high 
as 800x600. 

Picasso II RTG means No Waiting for Specially 
Programmed Versions of Your Favorite Software. 

The Picasso II RTG emulator is completely integrated into 
the system. Imagine being able to run the latest software 
packages like ProPage 4.1, PageStream 2.2, Cygnus Ed 
3.5, Deluxe Music Construction Set 2.0, AmigaVision 
Professional and many others at resolutions up to 
1280x1024 and up to 256 colors. All system friendly 
Amiga software packages will be able to take advantage of 
the new screen modes offered by the Picasso II. 

Picasso l[ RTG means Hi-Performance. 

The Picasso II has an on-board Blitter which supports 
drawing speeds up to 30 megabytes per second. The 
Picasso II Blitter has been fully integrated into the RTG 
emulator. Any program running under the RTG emulator 
will automatically take advantage of the Blitter. Off screen 
displays are moved into Picasso II display memory using 
the Blitter for super fast screen updates, 



1280x1024 
256 color 
Workbench screen 
displayed on an 
A3000 with the 
Picasso II. 
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Services 



7559 Mall Road 
Florence. KY 40142 U.S.A 
TEL: 606-371^9690 
FAX; 606-282-5942 




Village 
Tronic 




Braunstrasse 14 
D-30169 Hanover-Germany 
Tel:-*- 49/(0)51 1/13841 
FAX:-f 49/(0)511/1612606 



Picasso II RTG means Wo More 'Chip Ram Blues' 

The Picasso II RTG emulator has been designed so that it 
uses no chip ram for its emulation. Only the currently 
visible display is kept in the Picasso II display memory, all 
other screens are stored in standard system memory. 
This means that all system memory can be used as 
graphics memory. A system equipped with 16 megabytes 
of ram would be like having a 16 megabyte graphics board! 

Picasso II RTG means Maximum Compatibility. 

The Picasso II RTG emulator supports Workbench 2.04, 
2.1, 3.0, and beyond. The Picasso II is compatible with 
any Zorro II or Zorro III equipped Amiga system, such as 
theA2000. A3000, or A4000. 

Picasso II AutoSwitch means One Monitor. 

The Picasso II comes with a built in electronic switch that 
automatically routes the proper signal to your monitor. 
When the AutoSwitch detects non-Picasso li screens, such 
as those used by games and older software, it 
automatically routes the signal directly to your monitor. 
Wiien the AutoSwitch senses a Picasso II screen mode, it 
will automatically switch back. 

The Picasso II comes packaged with TVPaint Jr. (24 Bit 
Paint Program), and drivers for ArtDept Professional, 
ImageFx, ImageMaster, and Real 3D 2.0. 

•Re'tar'get-ab'le Gra-phics adj.: The ability to run software 
on any third party graphics board. See also: Picasso II. 



The loliowing names ace Irademarks o1 the indicated companies: Picasso II RTG; Expert Ssrvicos. Professional Pago: Gold Disk Inc.. Pageslream; Sott-Logik Publishing 
Deluxe Music Construction Set; Eteclronic Arts; ATiiga. AmigaVision Prolessional & WorkDench; Commodore Amiga, Inc., Art Depanmenl Professional i Cygnus Ed; ASDG Inc.. 
ImageFx; Great Valley Products, Inc., Imagemasler: Black Belts Systems. Real 3D:HeaiSoti Internalional, TVPainiJr.; Teohsott Images. 

Circle 116 on Reader Service card. 
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Artworks Clip Art Library 

Artworks Clip Art Librnrv 
(549.95) is a collection of over 
1500 original, high-quality im- 
ages. Tliey can be u.scd for a wide 
rangcof projects such as greeting 
cards, letterheads, logos, \'ideo 
titling, etc. These clips can be 
used in programs such as 
DeluxePnint, Scala, Final Copy, 
ProWrite, I'roPage, PageStream, 
and any other program that 
supports thestandard Amiga IFF 
format. Vhiuil Inipirnlioiis, 809 
West Hotiyuvod, TiViipn. FL i3604. 




Dune II 

In Dune II, you're a warlord 
fighting for domination over the 
spice-laden sandsof Dune, where 
the Kmperor officiates over a 
contest to harvest the most spice 
and thus win control of theplanet. 
As ei ther the honorable A treides, 
the mysterious Ordos, or the 
brutal Harkonnens, vou must 
overcome violent known and 
unknown adversaries to build 
up military prowess, political se- 
curity, and mining monopolies 



to secure the future of vour dy- 
nasty on the planet of Dune. 
Problems abound on Dune II: 
marauding Fremen of the 
untamed desert, greedy mer- 
chants of CHOAW, the treach- 
erous Emperor, and vvildh' de- 
structive sandworms that do not 
discriminate betv\'een you and 
your enem\'. Virf;i)i Cnrnc), Inc., 
18061 Fitch Ave, IrviucCA 92714, 
(7U) S33-S7W. luqumj #202 

Mailing List Manager 

A new style of database with 
many features not found in 
packages available today. While 
basically designed as a mailing 
list, it can be f ul ly customized by 
the user. Full sorting and pattern 
matching on all fields. You can 
a ttach ex temal data filesand oven 
interlink them with different en- 
tries. Phone numbers can be di- 
aled directly from the screen. 
.Mailing List Manager (S79.95) 
has tons of options for printing. 
Vhuat hif'piniihm. Si)9 Wc<-I IM- 
h/uvod, Tmnpa, FL 3360J. hn]uiy\j 
#203 




Muslc-X 2.0 

Music-X 2.0 ($199.95) has all of 
the features of the original pro- 
gram with the addition of new 
modules. This version has been 
expanded to support more than 
a dozen additional MIDI com- 
mands, making your Amiga per- 
form as a 1 6-channel, poh'phonic 
synthesizer plaving a maximum 
of four notes at one time. Music- 
X now can recogjiize Attack Ve- 
locity vvheji plaving Amiga 
samples. Included with Music-X 
2.0 is the latest addition to the 
Music Software library', Notator- 
X. llolhpmrc Enferlniiinteiit, 13464 
Wnsliin^;loii, Mnrhw licl Ri'\i, CA 
90291, (310) S22-9200. imjiihy 
tt204 

Nototor-X 

Notator-X (S79.95) is a scorc- 
vvriting package and is designed 
to work not only with Music-X 
2.0, but with any sequencer pro- 
gratn that supports the MIDI file 
format. Scores can be created 
from scratch or by importing 
Music-X or any MIDI files. 
Notator-X and Music-X will work 
in unison, allowing data to be 
exchanged internally without the 
necessity of any file saving, 
l-lit!hiimiv EnScrimnment, 13464 
Wasliingtciii, ivinrittti del Rei/, CA 
90291, (310) S22-92()0. Inquiry 
m)5 

The Patrician 

The Patrician (559.95) is a vast 
trading simulation/strategy 
game based in Germany. Become 
totally engrossed in this medi- 
eval world and take your right- 
ful place in the Hanseatic 
League — the powerful group of 
highly organized traders who 
transformed international trad- 
ing in the Middle Ages. 
In The Patrician, yoti become a 
member of this social elite, and 
begin to trade your way to the 
top,maneu\'enngyoursocialand 
financial status from humble 
nxerchant to become elected 
Mayor and ultimately Alderman 
of the League. 

I5iit beware, the road to the top is 
bu mpy. Ever)' decision you make 
has a bearing on what happens 
later so vou must be a skilled 



strategist in all aspects of vour 
life, and while you can use fair 
means or foul in your climb to 
the top, be sure you've weighed 
all the consequences of vour ac- 
tions. RcadiiSofl iHioriHimlcd, 30 
Wcitlwiiii Court Suite 2, liichnmiui 
Hit!, Onliirio, Canada L4B 1B9, 
(905) 731-4175. liitjuinj #206 
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RexxVar 1.0 

RcxxVar is a simple but power- 
lul wa\' of exchanging data be- 
tween AKexx \-ariab!es and any 
program that uses input and out- 
put files. Tine output from a com- 
mand or program can be placed 
in either one AKex.x variable or 
in a stem array, while the input 
to a command or program can be 
read from either an ARexx vari- 
able or stem array. 
With just one line of ARexx code 
using RcxxVar, words in a vari- 
able or elements of a stem array 
can be either sorted, searched, 
edited, appended, written any- 
ivhere, converted, or passed to 
other ARexx programs. One line 
of ARexx code can also put the 
contents of a file, as well as the 
results of any program that 
would normally write its output 
to the console, into a variable or 
stem array for use within an 
ARexx program. Au^weuTck, 
3606 S.l SOth St. C-22, SeaTac, WA 
9818S-4339, (206) 246-6077. In- 
quiry tt207 

Toaster Toolbox 4000 

The Toaster Toolbox 4t)00 is a 
slot expansion system designed 
for the Amiga 400(1, but is com- 
patible with a!l Amiga Video 
Toaster Systems, The Toaster 
Toolbox 4000 provides eight ex 



Amazing Comi'Vting 



The Color Printer You've Been Waiting For Since 
.r. You Bought Your First Amiga® 




J.^^ 



The wait is over for low-cost, high-quality color printing, introducing the 
Primera™ Color Printer. For only $995.00*, you can now print spectacular full- 
color animations, 3-D renderings, video captures, and color photographs. 
Print on plain laser paper, transparencies - even T-shirt transfer sheets! 

Use Primera with your favorite programs like Brilliance", Art Department 
Professional®, OpalVision'", Video Toaster'", ImageFX", PageStream'" and 
nearly all other Amiga software that uses the Amiga Preferences driver. 

Primera is the perfect color printer for every Amiga user. Why wait any 
longer for brilliant, full-page color? Call today for more information and a 
free sample print. 

■ Works mth all Amiga computers Version 1.3 (or higher) 

• Printer drivers also available for Windows S.!' and Macintosh* 

' Thermal transfer print quality 



Now Available! 



Dye-Sublimation Upgrade Kit 



For only $249.95*, turn your 
Primera into an advanced dye 
sublimation color printer! 
^'roduce true continuous-tone, 
photo-quality images. 



ELECTRONICS. INCDHPOHATED 

7901 Flying Cloud Drive 
Eden Prains, MN 55344 U.S.A. 

1-800-327-4622 

G12-941-9470 
FAX: 612-341-7836 



IVjiB? s 2 tadaui^ and FARQ} H t Rfjsttral bsimu^ 

an[tK|nD[tTtv<ithatic^KdivctnnKn 'Saf^gtstoJUf.Kdilhicr-UiHtiTfnisin^TiU)'. 
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pansion slots for video toaster 
interna 1 peripherals such as tinie- 
ba se correctors, \'ectorscopc and 
waveform monitors, single frame 
con trol tors, edit con trol I crs, sync 
generators, and more in a color- 
matched case with a 200-watt 
supply. Desktop Video Si/stciiis, 
UUl West 95th Sf„ Umcxa, KS 
66215, OU) 7S2-SSSS. Iiujiiin/ 

nos 



Other Neat 
Stuff* 



Ameritech and Scala 
Form Multimedia Alliance 

Ameri tech announced an alliance 
withthesoftware firm Scala, Inc., 
to market computer-based infor- 
mation networks. With this alli- 
ance, Ameritech now wiii offer 
its customers Scala's proprietary 
multimedia network product, 
know as InfoChannel. Specifi- 
cally, customers can call upon 
Ameritech to design, install, 
maintain, and provide training 
for their own multimedia net- 
works which utilize the Scala 
InfoChannel software to create 
the onscreen material and So 
update, schedule, and transmit 
the information over standard 
telephone lines. Ameritech, 30 
South Wacker Drive, Suite 3400, 
Chicitgo, IL60606. fStJO) 451-5283. 
Iiu]iiin/ #209 

Area52 Update and 
Address Change 

Amiga Online Reference Manual 
version 2.2 (S34.95) is now ship- 
ping. The AORM hypertext tuto- 
rial software features new mod- 
ules such as onl ine help f or usi ng 
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LightWave.lD.ADl'ro.andmosl 
Workbench tools and utilities. 
The Hardware modules have 
tjeen updated to include the 
CD32 game con.sote. Mo re A m iga 
models are now listed for each 
given topic, and a new format is 
now used todisplay information 
regarding eachsystem. The index 
has been expanded to include 
more reference information, and 
the glossary has been e.>!panded 
to conform to the newly added 
modules. 

Also new from Area52isochange 
of address. Formerly kKated in 
Liverpool, NY, Area52 has relo- 
cated to East Sctaukct, NY. 
A rea52, 6 Lodge Lme. East Sctmikci, 
NY 1 1 733. 151 6) 476-1615. Inquiry 
#210 

Clackamas Computers 
Acquired Rights to Best 

Clackamas Computers is pleased 
to announce that they have ac- 
quired the rights to the IJesl 
fiusiness Management account- 
ing program for the Amiga, and 
ail printed forms business asso- 
ciated with the Amiga. The soft- 
ware is currently shipping ver- 
sion 3.0; no upgrades are ex- 
pected in the immediate future. 
Clackamas Computers, P.O. Box 
769, Clackamas, OR 97015, (503) 
650-0379. hiqiiirifUlll 

Directory Opus 4.1 1 
Upgrade 

Directory Opus has once again 
been upgraded. Now features 
include: Copy Progress Indicator, 
I'ain! Mode, Custom Screen 
Border, Save Button. Directory 
Opus4.11 now supports ANIM7 
and AN1M8 formats, AGA 
graphics. Public Screens, and 
more. INOVAinmics, Inc., 8499 
Creenvilk Ave, Ste. 209B, Dallas, 
TX 75231, (214) 340-4991 . Inquiry 
§212 

Great Valley Products 
News 

GVPnnnouncedlhalithasplaced 
a freely distributed 1£GS 
Developer's Kit on CompuServe. 
GVP also began shipping their 
ne^v A 1 230 Turbo+ Performance 
Series II accelerator and the 
A12yl SCSI Kit Performance Se- 
ries II. Those latest products push 



[he Amiga 1200's performance 
to the maximum with a 5()M1 1/ 
or40M 1 Iz 68030 with a socket for 
an optional math coprocessor 
chip(f>8S82),upto32MBofRAM, 
a battery-backed real-iimcclock, 
and a DMA Peripheral Port for 
additional featuremodules.Cr«(( 
Valley Products, 657 Clark Ave., 
King of Prussia, PA 19406, (215) 
3.91-9495. Inqnirii §21 3 

tylicroTouchi Toucti 
ti/1onitor 

MicroTouch introduced the low- 
cost TruePoint CA-42 Touch 
Monitor, a durable touch-screen 
monitor for Amiga-based multi- 
media, kiosk, training, and busi- 
ness applications. TheTrucPoint 
package includes the new high- 
resolution Commodore 1942 14- 
inch display, a completely inte- 
grated capacitive touch screen, 
controller, and the AmigaTouch 
Driver. MicroTouch Syslcms, Inc., 
300 Griffin Park, Methuen, MA 
01844, (508) 659-9000. luquirp 
#214 

Positron Publistiing 
Relocates 

Positron Publishing, formerly 
located at 1125 S. 119th St., 
Omaha, NE, has moved to 1915 
N. 121st St., Omaha, NE. Positron 
Publishing, 1915N. 121st St.,S\iile 
D, Omaha, NE 68154, (SIX)) 365- 
1002, (4(m 493-62S0,fax (402) 493- 
6254. Inqmr\/ni7 

Seven Seas Forms 

LiglitWave-MattiVISION 

Net 

Seven Seas Software has an- 
nounced an Internet tech-support 
link for users of LightWave 
Modeler's new macro; 
MathVlSION Plot. The 
MathVision Gold Net is open to 
subscribers of MathVlSION 
Video Gold. 

The MathVision Gold Net will 
offer an in-depth discussion 
group and tech-support for 
IJghtWave/MathVlSlON users 
and is Internet-accessible from 
CompuServe, BIX, and GEnie. 
Seven Seas Softivare, Inc., P.O. Box 
1451, Port Townsend, WA 9S36S, 
(206) 385-1956. Inquiry #215 



Magic kantern ($9.S) now sup- 
ports two new displays; The 
Picasso II and Opal Vision. Using 
standard IFF image and sound 
files for input. Magic Lantern 
compiles animations using a 
wide selection of compression 
schemes. This offers artists the 
ability to optimize an animation 
either for speed or for maximum 
compression. TiTru Nova Devel- 
opment, Post Office Box 2202, 
Ventura, CA 93002. Inquiri/ 11216 



Nezu Products and Other 

Neat Stuff is coinpUcd by 
Elizabeth Harris. 



How to get your 

products listed in 

New Products and 

Other Neat Stuff 



Send n 75 - 100 word descriptive 
press release mid two copies of 
the ha rdwnre or softiunre. Please 
indiule product name, compain/ 
uame,fuiladdrcss,imd telephone 
number. Our mailing address is 
PiM Publications, Attn: Nno 
Products Editor, P.O. Box 21 40, 
FallRiver,MA 02722-2140. For 
UPS ami Federal Express, our 
address is PiM Publications, 
Attn: New Products Editor, 1 
Currant Phice, Currant Rd., Fall 
River Industrial Park, Fall 
River, MA 02720-2140. 



Terra Nova Adds Support \^ 
to Magic Lantern 



Qot a Great Idea for a Program? 
Make it Real with CanDo! 






CanDo Lets you convert your ideas into reality. 

CanDo is a software authoring system that gives you the power of a programming language, yet makes creating your 
program's interface as easy as using a paint program. Because CanDo is tailor-made for the Amiga, all of the exciting 
Graphics, Sounds, and mouse-driven Objects that are built into your computer are at your fingertips. This gives you 
everything you need to make your ideas come to life. 

CanDa Makes real programs real easy. 

Painlessly creating your interface is just the beginning. The key to making real programs is CanDo's English-like 
scripting language. Even if you're a beginner, you can still use CanDo's tools to write programs for you. While easy 
to learn and use, the commands are so powerful you can create programs which would take 1 times longer to write 
using a language such as C - even presuming you had years of programming experience. 

CanDo Is programming for the rest of us... 

Ordinary people all over the world are using CanDo to create real applications such as: databases, utiUties, animated 
multimedia presentations, kiosks, training systems, and all sorts of games. CanDo enables you to explore your 
imagination and make the things you never thought you had the time or experience to do. 



You CanDo It! 
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Inovarronics, Inc. / 8499 Greenville Avenue / Suite 209B / Dallas, TX 7523 I / USA / Tel: |214| 340-4991 / FAX: |214) 340-8514 
IncwaSronics, Ltd. / Unil 1 i , Enterprise Centre / Cronborne Rood / Potters Bor / Hertfordshife / EN6 300 / ENGLAND / Tel: ■f44-707-662861 / FAX: -f44-707-660992 
Inovatronics GmbH / Im Heidkamp I 1 / W-5000 Cologne 91 / GERMANY / Telephone +49-221-875126 / FAX -1-49-221-8704747 
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Diner Object Set for Imagine 




S?.Si!HSMi.toriS»W«!a!!«^^^B!5ESB^ 



by Douglas J. Nakakihara 



Brad Schenck is certainly one of 
the legendary nannes in the Amiga 
conrsmunity. His animations are prob- 
ably responsible for getting many 
people interested in the Amiga. These 
Include two of my favorites. The 
Sentinel and Off the Record. 

Diner Objects 

Mr. Schenck is releasing his first 
commercial set of 3-D Imagine objects. 
The three-disk package comes with ail 
of the objects necessary to build a 



complete 1950's diner, When I say 
everything, i really mean it. The list of 
objects include counter, booth, 
jukebox, pay telephone, dish, cup, 
table, water glass, napkin holder, salt 
and pepper shakers, silverware, stool, 
sugar Jar, toilet, donuts, chalk board, 
menu, sink, doors, wails, and ceiling. 

In particular, the jukebox and 
telephone are exceptionoliy detailed 
objects. According to the manual, 
which includes a description of every 
object, the jukebox is a Wuriitzer 1015. 




Supposedly this wos popular in the late 
1940s and currently is often used in 
advertisements and films. 

Many of these objects were used 
in ttie creation of The Labyrinth of Time. 
an upcoming CD-based game for 
various platforms including CD32 to be 
distributed by Electronic Arts. 

Lo-Re$ Objects 

Some objects hove high- and low- 
resolution versions. Lo-res versions can 
be used where extreme detail is not 
necessary or desired. For example, 
objects placed far from the camera's 
location probably don't needed to be 
as detaifed as something closer. Lo-res 
objects render much faster than their 
hi-res counterparts and require less 
memory. Careful selection of object 
versions con be important. To further 
help you conserve memory, the 

manual includes a brief 
section on how to minimize 
memory reauirements. 

Pre- Defined Projects 

To really moke it 
simple to use the objects, 
Schenck has included two 
project staging files. One 
requires i4lvlB of RAM to 
render and the other 
needs SMB. Each project 
has several different 
camera shots of the diner. 
Using one of these project 
files con save you the work 
of positioning all of the 
objects to create a virtual 
diner. The diner even has a 
bathroom, in fact, the 
scene includes everything 
except a kitchen, though 
there is a sink. Note; to use 
an example project you 
must first make a few 
special assignments so 
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that the objects and Image mops con 
be found. 

I rendered the sample project 
frames as 24-blt ILBM files using 
Imagine 's ray-trace option with a 
resolution of 724 x 482. Some fromes 
took nearly 26 hours to render on my 
aging A3000, but the results were more 
than worth the wait, Using the scanline 
option and a lower resolution, I cut 
rendering time to several frames per 
hour. Also, lowering the RSDP and 
Increasing the EDLE values in Imagine's 
preference settings will speed up 
rendering time. 

Modifying the Projects 

Of course you can "rearrange the 
furniture" to your heart's content. For 
even more variations, you can create 
your own room — walls, ceiling, etc. are 
oil separate objects. However, using 
the supplied project as a base, you can 
do some pretty cool animations by just 
moving the camero around. 

If you modify the provided 
projects, make sure you are conserva- 
tive in what objects are included in 



each frame. That Is, if an object is not in 
the camera's field of view, there is no 
reason to include it in the frame. If you 
analyze the Action settings, you wili 
notice that Brad has done just that, 
including unnecessary objects in- 
creases memory requirements and 
rendering time. So if you use a pre- 
defined project, make sure only the 
appropriate objects ore Included in the 
frame. 

You might think It would be easier 
to include all of the objects in all 
frames. I tried this and found the 
memory requirements to be quite high, 
I had to use INOVAtronic's GigaMem. 
which allows you to use your hard disk 
as RAM, to supplement my 1 7MB of 
available RAM in order to render the 
frame. 

No Waves 

Although Imagine objects can be 
converted to UghfWave format, a lot of 
detail is lost in the process. As such, 
actual Lightwave format objects may 
be made available in the future, but 
this is not definite. 



Compatibility 

The manual highly recommends 
that the objects be used with version 
2.0 of Imagine. However, it does 
provide information on how to get 
them to work with version 1 ,x. Imagine 
3.0 is due out soon and should be 
backwards-compatible with 2.0 
objects. Schenck has indicated that 
any necessary 3.0-compatibility 
upgrades would be free. 

Brad is definitely one of the masters 
and It shows in this product, Even if you 
have the talent to create objects of this 
quality, the amount of time and effort 
you would have to invest makes the 
set's $47.50 list price seem like stealing. 
If you need objects of this sort or just 
appreciate Brad's work, the D;'ner 
Otv'ecf^ef will not disappoint you. 



Terra Nova Development 

P.O. Box 2202 

Ventura, CA 93002 

C80S) 652-0531 

Inquiry #218 




February 1994 13 



REVIEWS 




Magic Lantern is a new animation- 
compiling program for ail Amiga 
display modes including AGA, 
MocroSystemUS's Retina, Expert 
Services' Picasso II in 8-, 16-, and 24-bit 
modes, and GFXBase's GDA cord in all 
8-bit modes. Before Magic Lantern, 
tfiere was really no easy way to 
combine animations and audio into a 
single, playable file on the Amiga. 

Compression 

Magic Lantern compiles images 
into a proprietary format called DIFF. 
Several delta-compression sctiemes are 
ovailabie, eacfi representing a trade- 
off between tile size and playback 
speed. Fortunately, ttiere is an option to 
tiove this automatically set by the 
program. 

Becouse Magic Lantern uses delta 
compression, the more aiike frames 
ore, the faster the animation can be 
played bock. The comporison is made 



on a pixel-by-pixel basis, and differ- 
ences in palettes can be important. 
Now 16- and 2'J-bit images are called 
"true color" modes and you do not 
have to worry about their color palette. 
However, palette differences are 
important for oil other display r~nodes. 
For example, two 8-bit images might 
look identical, but differing palettes 
could make every pixel different. As 
such, it is recommended for optimum 
results, you try to use the same palette 
for every fro me, if a non-true-color 
mode is used. This can be accom- 
plished using an image-processing 
program. 

Although you con specify the 
maximum frame rate, there is no 
guarantee it can be achieved. There is 
always a tradeoff between resolution, 
number of available colors, and 
playback speed. However, with delta- 
compressed animotions, it's really only 
the change between frames that is 



important. For example, even if the 
resolution were, say, 724 x 482, and if 
only a portion of the display changed 
from frame to frame, playback speed 
could still be high even in 24-bit mode. 
An example of this would be a small 
planet rotating over a fixed starfield. 

Synchronize Mode 

With the Synchronize option on. 
Magic Lantern will strictly enforce the 
user-specified frame rate. This means 
that if your system cannot keep up with 
the frame rote, frames will be dropped, 
thot is, not shown. This is more okin to 
the Macintosh's QuickTime ond differs 
from the normal Amiga ANIM formats, 
which just play the ANIM slower. 

Sound files are broken up into 
smaller pieces and distributed through- 
out a synchronized animation file. 
instead of stored in a single chunk, The 
manual recommends using the raw, or 
no compression, option on these 
animations for smoother playback. The 
synchronize option was intended for 
animations that are to be spooled from 
a hard disk, but there is no reason to 
limit its use to that. 

Buffering 

Animations can be single or 
double buffered. Single buffered 
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The World's First Multi-Platform Emulation System! 




EMPLANT is a state-of-the-art hardare board ttiat is the foundation for emulatiing virtually any computer made today. A simple software driver and 
ROM{s) from the computer to be emulated are all that is required! Custom programmable logic allows the EIVIPLANT hardware to actually become the 
exact hardware of the computer it is emulating! r*/lultiple emulation modules can be run al the same time using a single EMPLANT board! 

AppleTalk printer midi and modem support can be provided through the two RS-422 serial ports. A high speed SCSI controller allows any SCSI device 
to be plugged directly into the Efi^PLANT hardware (including scanners, SyQuest drives, hard drives, CD-ROfVl drives and more!). The serial ports and 
SCSI interface can be used by Amiga programs and emulation modules a! the same time! The EMPLANT hardware is a standard Zorro ll/lll plug in card 
lor the A2000/3000/4000 (A500/1000 owners need a Zorro Bus adapter in order to use EMPLANT). A PCMCIA version for the A600/A1200 will be 
available in the near future. 
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Typical Mac emulation screen. 



Multitasking! Just tlip or drag down 
the emulatior^ screeni 




Adabe PhoioStiop on youf Amiga! 
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The Macintosh emulation is a 'generic' Mac, with speed based upon what Amiga system EMPLANT is installed in. An A3000 is eguivalent to a Mac llci, 
and an A4000 is eguivalent to a Quadra 700! Don't be fooled by other emulations using old 64K or 128K ROMs, only 256K ROMs (or later) provide 
support for color, stereo sound, ADB devices, and NuBus expansion, all of which are emulated by the EMPLANT hardware and/or Mac emulation 
module! Due to the magic of the EMPLANT hardware, Mac software that accesses Mac hardware registers directly will work! 

Support for up to 16 colors is provided tor non-AGA machines. A4000 owners can use a fuit 256 colors! Support for Picasso II, EGS-28/24 Spectrum, 
Piccolo, Merlin, and Retina video boards is available NOW! Support for other video boards will be available soon! Imagine running PhotoShop in 
MILLIONS of colors on your Amiga! Now, imagine being able to 'flip' back to the Amiga side or drag down the Mac emulation screen! The Mac 
emulation (like all emulation modules being released for EI',^PLANT) fully multitasks with the Amiga! Now, install one of the above mentioned video 
boards and imagine the ability to play double-size QuickTime(tm) movies (with full stereo sound) FASTER than the equivalent speed Mac! The Mac 
emulation module 'requires' an accelerated Amiga - 68020, or a 68030/68040 w/MMU) and 256K Mac ROMs (not provided). 
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24 bit video board support! 
(Picasso li video shown) 



'Speedometer* comparison. 
(A3000,'EMPLJ>iNT vs MAC llx) 



Run PC software on your Mac! 
(SottPC Pro 'SI' rating shown) 



FUTURE EMULA TIONS! 

Since the EMPLANT's hardware is so versatile, a completely different computer can be emulated by just changing the emulation software patch and the 
ROM(s). Apple ][/-i-/e, Mega ST, IBM AT (386/486), C64/128. Atari 400/800, and even game machine (Genesis/SNES) emulators are planned in the near 
future.. .EMPLANT is not limited to a single emulation! 



PRICING 

BASIC EMPLANT system - Emulation hardware and software - S279.95 

OPTION 'A' - BASIC EMPLANT system with dual high speed serial ports/AppleTalk support - S349.95 

OPTION 'B' - BASIC EMPLANT system with high speed SCSI interface - S349.95 

DELUXE - BASIC EMPLANT system with both serial AND SCSI options - $399.95 

Shipping & Handling - $10.00 per order (All ordefs shipped via UPS Blue/2 day service) 

C.O.D. Fee-S5.00 

All EMPLANT packages described above come with Mac emulation software and necessary 
device drivers. ROM{s) are not shipped with this product, Sources available upon request. 

Mac, Macinlosh, Mac llci. Mac llx. Quadra 700, QuickTime. Apple |[/+/e S, AppleTalk, are trademarks of Apple Computer. Inc. Atari 400/800. & MegaST, are trademarks ol Atari Computers, Inc. C64/12S. 
S. Amiga, are trademarks ol Commodore-Amiga, Inc. Genesis i s a trademark ol Sega. Inc. SNES is a trademark of Nintendo. Inc. PhotaShop is a trademark of Adobe Inc SoltPC is a trademark of 
Insignia. Inc. EMPLANT and llie EMPLANT logo are irademarits of Jim Drew & Utilities Unlimited, Inc. 



Utilities Unlimited , Inc. 

1641 McCulloch Blvd Suite 25-124 
Lake Havasu City, AZ 86403 
(602) 680-9004 - Voice 
(602) 453-6407 - FAX 
(602) 680-9234 - Technical support 
(602) 453-9767 - 24hr BBS (v32bis) 
Dealer inquiries welcome! 
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Images at your 
fingertip'si 
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Scan color images hi a snap with 
the Migrapit ColorBtirst'''^' color 
hand scanner. This three-in-one 
scanner scans in 18-bit color (up to 
Z62, '144 colors), 64 true greyscales, 
and monochrome. So whether you 
need new hackgronnds and textures 
for video/animation, greyscaie 
images for DTP work, or want to 
scan text for OCR (Optical 
Character Recognition) processing, 
you can do it with the ColorBurst. 

Save your images in IFF and 24-hit 

IFF/HAM-S formats for exporting 
to the Toaster or your favourite 
application. 

♦ 6 sconnirg resolutions: 50-400 DPf. 

♦ 5 scanning modes: Super Color, Color, 
Greyscaie, Color Dilher Halftone ond 
Monockrome/Line art. 

♦ Compatible with Workbench versions 1.3, 
2.x, and 3. Supports new AGA chipset. 

See your local Amiga dealer or 

call Migraph direct to order your 

ColorBurst scanner today. 

Call NOW! 
800-Z23-3729 

32700 Pacific HwyS.# 14 
Federal Way, WA 98003 

Tel: 206 838 4677 

Fox: 206 838 4702 

Works on oil Amigos (except A1000) with 2MB 
RAM; 4MB and hard disk recommended. 



R E \ I E W S 

means tfiat changes are written 
directly on ttie displayed screen. 
Double-buffered animations utilize an 
additional hidden screen. Ctianges ore 
first written to the hidden screen before 
it is brought to the front. Double- 
buffered animations appear smoother 
because the viewer never sees any 
display updating, but playback speed 
will be reduced and the filesize will be 
larger. Generally, doubte buffering 
should be used when on animation 
doesn't play acceptably single 
buffered. 

The Interface 

The Magic Lantern interface is 
basically divided into three areas: the 
source file requester, the DIFF list, and 
the options section. The source file 
requestor operates as you would 
expect. By clicking on files you can 
copy their name to the DIFF list. The DIFF 
list is a sequential listing of the frames to 
be included in the animation. Frames in 
the DIFF list, can be duplicated, 
deleted, or moved to a different 
position in the animation. Currently, 
there is no multiple-file selection 
feature, which can be a pain in some 
instances. However, there is a provision 
for copying over all of the files In a 
directory to the DIFF list. 

Once the frames ore in the desired 
order in the DIFF list, they are compiled 
into a DIFF ANIM file using the display 
mode set with the Output DIFF gadget. 
You can also load and play DIFF files. 
However, you connot load DIFF files 
that ore lorger than available memory, 
even though you can create them. 
There is also an option that allows you 
to save frames in the DIFF list as 
individual files. Additionally, nearly 
every function In the user interface con 
be accessed via ARexx. 

Adding Audio 

Sound files are added and 
manipulated just like image frames, so 
audio can be triggered right at a 
particular frame. Only mono sound files 
are supported at this time, but more 
than one sound can be used in the 
same animation — if a new sound file 
begins while one is still playing, the old 
one will be terminated. The audio is 
simultoneously played through chan- 
nels 3 and 4. 1 really hope this will be 
expanded to independently support 
each audio channel. 



Performance 

I tested the program with a 90- 
frame 24-bit Imagine animation. To 
achieve acceptable frame rates on my 
A3000, 1 used 320 x 200 resolution and 
created the DIFF ANIIVI using 16-bit 
Retina format ot 30fps, double buff- 
ered, in non-synchronized mode. I also 
threv/ in o few audio samples, Ttie 
results were excellent! The frame rote 
was right on, as was the audio. Of 
course, the 1 1 MB DIFF ANIfv! had to be 
run from RAM as performance off the 
hard drive was abysmal. 

You must realize that the program 
is only a "magic" lantern, not a miracle 
worker. Achievable frame rates will still 
depend on many factors, including 
your Amiga's capabilities, the selected 
display-mode and resolution, and the 
delta, that is, difference, between 
each frome, This will probobly require 
you fo do several test runs using various 
versions of your images. As such, if you 
are not adept of writing ARexx scripts, I 
suggest getting one of the batch 
control front-ends for your image- 
processing programs. 

Two freely-distributable player 
programs come with the program. 
PlayDiff and PiayDiffHD. PlayDiffHD will 
spool animations directly from o hard 
drive; however, performance will most 
likely be less than occeptoble unless 
you are using a CPU-SCSI accelerator 
board or an A4000 with SCSI II boord. 
As such, for most people, playback 
time will depend on available RAM ond 
the size of the animation. 

The 35-page manual is well written 
and informative. The author, Mtchal 
Todorovic, who olso programmed Gold 
Disk's Advanfage and Professional 
Calc, adds his own special brand of 
humor In many instances—the 
program's requesters use *Of Course!" 
and "Whoops" in lieu of the standard 
"OK" and "Cancel." 



Terra Nova Development 

P.O. Box 2202 

Ventura, CA 93002 
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REVIEWS 



Tape backup devices are ver/ 
handy and the only practical way to 
back up large hard drives. However, 
they are pretty expensive considering 
they ore used only occasionally for a 
very specific task. Wouldn't it be nice if 
you could tap into the storage poten- 
tial of a tape drive and use it for more 
than just a backup device? Well, with 
Moonlighter Software Development's 
TapeWorm-FS (SI 29.95). an Amiga file 
system for SCS! tape devices, a tape 
can now be accessed like any other 
AmigaDOS volume! Your tape drive 
becomes a Write Once Read Many 
(WORM) drive, where everything that 
you write to the tape remains there, 
even if you delete a file. The fact that it 
is a WORM device may appear to be a 
limitation, but it is also a plus, in that 
older versions of files can be accessed 
without problem. 

TapeWorm-FS requires AmigaDOS 
2.0 or greater and a 8mm DAT or QIC 
SCSi tape drive. Drives that support SCSI 
II fast-search mode will realize superior 
performance. There are no minimum 
memory requirements, Although, the 
manual lists the Commodore A3070 as 
a compatible drive, it failed to work 
properly on mine until version 1 .3 of the 
software was released. That said, I 
would definitely recommend you 
contoct Moonlighter before you 



TapeWorm-FS 



by Douglas }. Nakakihara 



purchase a tape drive or TapeWorm-FS 
to verify compatibility. The list also 
includes drives from Archive, Exabyte, 
HP, Sony, Tandberg, Teac, Wangtek, 
and Xybyte. 

Installation and Configuration 

Installation is poinlessly accom- 
plished using the Commodore Installer 
and the TapeWorm-FS files ore fairly 
small. Be sure to reboot after installing 
to mount the TAPE: device. Once 
running, you need to set some configu- 
ration settings to match your system. 
This is accomplished using the 
TWConfig program. These settings are 
device name, SCSI device number, 
block size, and tope size. The tape size 
is used to calculate the percentage of 
tope used. 

There ore also o few options that 
can be set. Read and write buffers con 
be turned on to make using a tape 
drive a little more tolerable. If a file is in 
the buffer, then TopeWorm-FS does not 



hove to spend the time to cue up the 
tape. In normol usage, both of these 
should be turned on. The buffer defaults 
to saving to RAM:, but this can be 
modified. If both read and write buffers 
are enabled, you can optionally allow 
files to be opened and overwritten, in 
unV\/ORM-like fashion. 

TapeWorm-FS defaults to saving 
directory files to the S: directory. I would 
recommend you change this to a 
directory dedicated to saving these 
files— there is too much junk in S: 
already. You can also direct 
TapeWorm-FS to make all .info files a 
port of the directory file. This will speed 
up performance because TapeWorm- 
FS won't have to hunt for .info files on 
the tape. 

If for some reason, a directory file 
becomes corrupt, you can rebuild it 
using the Recover feature of TWConfig. 
Also, for tape drives that support 
partitioning, there is an option to keep 
the directory right on the tape, 
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Eject the tape currently in your 
tape dr i ve . 
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When a directory file gets very 
lorge. there will be a performance tilt 
on directory operations. Thie manual 
explains ttiat ttiis is caused by ttie way 
AmigoDOS tiandles large files. It 
recommends thot you have the hiord 
drive buffer set to o number equal to 
ttie largest directory file divided by 36K. 

Before you can use a tape, you 
must format it first. Ttie format operation 
is accessed using TWConfig. As witti 
floppy disks, it is a good idea to give 
each of your tapes a unique name. 

Control 

The TWCtrl program controls the 
general operation of TopeWorm-FS. 
You can temporarily turn off the file 
system, if you need to use the tope 
drive for something else, iil<e backing 
up. You con also completely disen- 
gage it. This operation will only be 
successful if there are no system locks 
on the TAPE: device. These ore things 
lil<e assignments to TAPE:, a volume in 
the drive, a CLi in o TAPE; directory, etc. 
TWCtrl olso has an option to eject a 
tape for drives that support this. 

Usage 

You con treat the TAPE: device just 
like any other storoge device. Since 
many versions of the same file can 
appear on a tape, TapeWorm-FS 



appends the @ character plus a version 
number starting with one to file and 
directory names. The current version of 
a file has no version number. To get a 
list of all files and versions in a directory 
listing, you simply type "DIR @" at a CLI 
prompt. Files are accessed as 
<filename>@<verslon> (e.g., Pic- 
ture@2). When accessing TAPE: from a 
program, you may not be able to get a 
file requester to list all versions, but you 
should be able to access the files using 
the ©-convention, if you know the full 
name with @ extension. 

Performance 

Because a tape drive is a linear 
storage device, it is generally pretty 
slow. However, most of the siowness 
relates to the drive's cueing activity. 
Unlike conventional storage mediums, 
there is no way to randomly access 
files, thus the drive has to fast-forward 
or rewind to find the correct location 
on a tape to read or write. To give you 
some prospective — where seek times 
for hard drives are measured In 
milliseconds, o tape drive's would be in 
seconds, Notwithstanding that, once 
the location is found, files are read and 
written fairly quickly. However, deleting 
a file is a significantly slower process. 

The best application I can think of 
for using TapeWorm-FS is to store 



sequentially-numbered animation 
frames. These files are normally written 
and read in exactly the same order; 
thus seek time would be kept to a 
minimum. Additionally, since it takes a 
while for each frame to be rendered, 
the slowness of the tape drive will not 
be a hindrance. Forget using it where 
fast disk access speed is required, like 
sequential video framegrobbing. 
Besides the tape medium's 
inherent limitations, TapeWorm-FS itself 
performed flawlessly. Suddenly I have 
250MB of storage space that I couldn't 
even utilize before, I was quite surprised 
and pleased with the performance of 
my A3070; Moonlighter indicates that 
DAT drives will provide substantially 
faster performance with a copocity up 
to 16GB. This product lets you get so 
much more out of your tape drive, no 
tope drive owner should be without it. I 
imagine there are a few 3-D rendering 
people out there already fumbiing for 
their credit cardsl 

TapeWorm-FS 

Moonlighter Software 

Development, Inc. 

3208-C E. Colonial Drive, Suite 204 

Orlando Florida 32803 

(407) 384-9484 

Inquiry #220 
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OWN AN AM GA 1200 TW CE THE SPEED OF AN A4000/030 OR A3000 SYSTEM! 
GET TRUE 32-bit WIDE, ZERO WAIT-STATE FASTRAM ACCESS! 

^PURCHASE THE MICROBOTICS M1230XA CARD FOR THE AMIGA 1200* 



ft4000 Compuler CALL 
A1200 Compuler 399 
W/85MB HD Installed 624 
wViaOMB HD Iratalted 724 
wy235MB HD Inatallad 858 
A600 Computer 175 

1942 Multisync Monitor 389 
1Q84S Monitor 229 

A2e30 AcceleratorwMMB 449 
A520 Video Adapter 34 

A2088 XT Bridgecard 69 

A2091 Hard Drive & ft»m 
Controller W/120MB HD 269 
A2091 HDConlroiler 69 

2 MB Bam For 2091 80 

Janus 2.1 Update 35 

A2000/3000 Disk Drives 69.95 
A500 int. Disl< Drives 49,95 
A800/1 200 Keyboards 29.95 
A2000/3000 Keyboard 59.95 
A2000/3000 Power Supply 109 
Exten^ai case PS & Cables 125 
2320 Flicker Rxer 129 



REMOVABLE 
A1 200/600 HD SYSTEM 

'External Bojc v//Pov;or & Cabling 
■QUANTUM 245 HD ZVr Warrantv 
-2S6K Cache Ram 
■As Fast As 7 (SEVEN) ms 
-Cable Select Aulocontiguratlon 
-TakeOtf One System And Plug 
Into Anotlier W/0 Ary Hassles 

Only S339 



AMIGA CUSTOM CHIPS 



Klckstarl 2.1 Update Kit 77.95 

2.04 Rom (HiD Drives) 33.95 

Kidtalart 1.3 21.9S 

IWB Agnus (3372A) 37.50 

2MB Agnus (8372B) 79.95 

Super Denise (8373) 28.95 

Paula (8364) Or Denise i a 95 

CIA (8520) 9.50 

Gary (5719) 13 95 

2620/2630 Upgrade KK 35 
2091 Upgrade Eproms 7.+ 35 

SupettiLBter (A3000) 99 

Ramsey (A3000) gg 

Fat Gary (A3000) 49 

Super Dmac (A3000) 99 

Amber {A3000) 79 

A3000 DaugtBrtjoard gg 

A30O0 MottiertKjard 199 

- comes wBti 1 mb ram 

- 2Smiiz CPU w/MMU 

- All Other Sod^ets Empty 
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399 


DPS Personal V Scope 


699 


Kitchen Sync 


1199 


Opal Vision 2.0 


645 


DCTV-NTSC 


274 


Retina W/2MB 


47q 


Retina wy4MB 


549 


Vlab-24B(1 Digitizer 


379 


Scale 210MM 


299 


Deluxe Paint iVAGA 


119 


Motph Plus 

Art Department Pro 


149 


159 


Pixel 3D Professional 


149 


Video Director 


129 


Caligari 24 
Ala(&in4D 


?39 


?4q 


Video Toaster 3.0 Upgrade 


649 


Video Toaster 4000 


1899 


Montage 


Call 



IVIICROBOTICS 



MBX 1200z COMBO BOARD 

68881 RC20Mhz FPU & with clock 



M1230XA ACCELERATOR 

68030 RC25Mhz CPU ffWVv) (jl^i^Wi^ 

Call For All Other Custom Configurations Available 



IVXL * 30 ACCELERATOR 

W2S) 25 & MMU Mhz $185 40EC MhzS275 33 Mtiz & MMU $299( yxL32RAIj >2MB $219 



6I03O & 32 Bit Wide > 
RamFofTheA500/20001 



w/6e88225FPU$235 wf PU S390 w/FPU 



S385 



8MBS5B5 



UNMATCHED SYQUEST PRICES AMIGA 4000 & 3000 OWNERS 

i CRUSH THE 16 MEG BARRIER 

? - Add up 1o l2AMBof ram af contiguous memory 

H - Foursimm sockets using industry standard simms 

; - Create and run animalion trom ram on the VT4000 

■ -True Zorro III 32 bit memory board 

* - Ptay back over 50 seconds o1 real-time aninrtation ^n 

! Hi-Hes 

I - Record your animation at a traction of the costi 



44MB DRIVE (SQ555) 
88MB (SQ5110C) (R&W44) 
105MB IDE 
105MB SCSI 
4MB Cartriges 
105MB Cartriges 
External Versions Add 



$44 
$52 
$ 6 
$ 9 
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a DKB's 3128 Is Only S275 



A500-HDS+OMB/52Q 276 

ASOO-HDS+OMB/eSQ 309 

A500-HD3+0MB/12OW 355 

A500.HDa+OMB/245Q 415 

A530-HD8+1/120M CALL 

A530-HDa+1/245Q CALL 

A530-HDS+2/120M CALL 

A2000-HC8+OMB 149 

SIMM32/1MB/60na 69.95 

SIMM32MMB/60ns CALL 
1WB SIMM GForce A3000 179 

G-Look Geniocit 385 

A2000-IV24 Adapter 55 

VIU-CT 499 



A1230 Turbo +40/40/4 SS49.00 

A1200SCSI/RAM*0K $209.00 

w/33mh2&4MB Ram $449.00 



*A530 Special* 
We Won't Be Beat! 



GForce Accelerators w/tiD30, 98182, 

eOns RAH, SCSI Controller, 

RAM Carif in Otte 

40Mhz/4lvlB 609 

S0Mhz/4IMB 796 

68040 33Mhz A2000/4MB 1055 



PC2S6 Module 16Mhz 59 

Tahiti-ll 1GB(35m3) 2499 

Tahi1i-ll 1GS Cartridge 249 
IV 24 Impact Vis. CT 1215 

IV 24 Impact Vision 2.0 1049 
IV 24 2.0 Upgrade 129 

68882 40Mhz FPU PLCC 129 
FaaaslROM Kit (For HDs) 39 
Cinerrrorph Software 55 

Phonepalt VFX 2.0 289 

DSS8+ Sound Sampler 89 

I/O Extender (aSerialPorl) 99 
Image F/X 199 

image F/X Upgrads 29 



EXPANSION SYSTEMS 



AdlDE 40 MB HD (yttem lor 
Amigi 500 System 220 

AdIDE 60 MB HD System lor 
Amigi SOO System 260 

Flickor Free Video II Z2B 



Insider II W/1.5M RAM 


180 


2632 wMMegabyles 


349 


MegACtiip 2[»0/KI0 




wr2MB Agnus 


179 


Mulli.Start 2 Rev 6A 


29 


KwikSiartlltorAtOOO 


es 


SecurKey Security Board 


99 


BattOisk battery bactted 




eiaiic FIAM disk 


199 


^^^^KS^^H 


Grand Slam/500 


229/287 


Tnjmpoard Pro/SOO 


139/225 


Tmmpcard 500 Pro 


225 


Tmmpcard 500 Plus 


149 


Tmmpcard 500 AT 


164 


So urcer Switching 




Power Supply 


99 


Moviemaker 


799 



Baseboard 601 C 
Datafiyer XDS 0MB 

w/120Maxtot 

w/245Quantum 
Baseboard 1200C 
Baseboard 500 OK 
Xramboard w/OK 
Dalaflyer Ramcard w 2mb 

500 SCSI or IDE 

1000 SCSI or IDE 

2000 SCSI or IDE 

500 Express SCSI 

500 Express IDE 

500 Express SCSI&IDE 

500SCSI&IDE 

lOOOSCSiaiDE 

2000 SCSI&IDE 



DERRINGER 25/25/1 
w/MMU,FPU&RAH 

DERRINGER 50/4 
w/MMU,&4MB RAM 

Racket Launcher 50/50 
w/MMU Makes The CBM 
2630 Or GVP Combo 25 
run at 50 Mhz W/MMU & 
FPU (eB8B2RCS0) 



S9 

75 
259 
339 

25 

85 

75 
149 
125 
135 

75 

165 2000 Bigtool Power Supply 
155 500 Bigtool Power Supply 
189 1200 Biglool Power Supply 
149 SlingsholA500 (1A2000Sk)t) 
169 Siingshol Pro A500 (Gives An 

95 A2000 Sk)( w/Passthru 



Micro R&D 



399 
599 



499 



159 

89 
99 
39 

69 



3.5" HARD DRIVES 



Warranties 

Quantum=2 Years 

Maxtor=1 Year 

Maxtor 120 LPS SCSI/IDE 199 
Maxtor 170 LPS IDE 229 

Maxtor 213 LPS SCSI/IDE 249 
Maxtor 245 LPS SCSI/IDE 275 
Maxtor 345 IDE 36S 

Quantum 52 (Low Profile) 139 
Quantum 106 LPS 18S 

Quantum 127 ELS 199 

Quantum 24B LPS SCSI-2 275 
Quantum 525 LPS SCSt-2 649 
Quantum 1.2 eig SYR 1199 
Toshiba 1.2 Gig SYR 1199 



2.5" A1200/600 Hard Drives 



85M Conner / Seagate $215 
1 30M Seagate / Maxtor $309 
235MB Seagate $439 



MEMORY CHIPS 



All Speeds Available 

1x8 lOO-eOns SIMMS 32+ 

4x8 80-60ns S IMMS 1 29+ 

1x4 80-60ns Static ZIP 18+ 

1x4 80-eOns Page ZIP 17+ 

1x4 80-50na Page DIP 18+ 

1x1 120-70ns DIP S+ 

256X4 120-80ns DIP 5+ 

256X4 120-60ns ZIP 5+ 

256x32 (1MB Simm72P) 29+ 

5 1 2x32 (2MB S imm 72P) 75+ 

1x32Simms 139+ 

2x32 Simms 299+ 

4x32 Simms 69&+ 
8x32 Simms 1800+ 

PCMCIA Ram Card 2M 119+ 

PCMCIA Ram Card 4M 229+ 

Ram Changes For Better 
Or Worse Please Call 1st 

149.00 
145.00 
129.00 
95.00 
99.00 
75.00 
CALL 
CALL 
69.95 
10.00 



68030-RC-50W/WMU 
68882-RC-50 (PGA) 
6a030-RC-33 w/MMU 
688S2-RC-33 (PGA) 
68030-RC-25 w/MMU 
68S82-RC-2S (PGA) 
68030-FN-PLCC (Call) 
6S882-FN-PLCC (Call) 
a0387.25SX (Bridges) 
Crystal Oscillators (All) 



Hewlett Paclcard Printers 



Sunrise Industries 



ADSI6 Dlgitlier(IBBIt) 
AD1D12 DIgltller {12Bit) 



11Be 
47S 



HP4SI 
HP4M 
HP 4 
HP4L 
HP4ML 
HP HIP 



3195 
1975 
1459 

675 
1079 

899 



DJ1200C 1459 
DJ500 319 

DJ500C 419 

DJ550C 619 

DJPortable 399 
Scanjet IIP 969 
Scanjet lie 1320 



LASEfi PRINTER MEMORY 



HP II, no. IIP, III, HID, IIP 
AND ALL PLUS SERIES 
Board with 2MB 89.00 

Board wHh 4M B 1 45.00 

Deskjet 256K Upgrade 55 

HP 4 (4 Meg) 149 

HP 4 (8 Meg) 295 



ACCESORIES/MISC. 



PowerPlayers Joystick 6.49 

SupraTurbo 28Mhz 149 

Safeskin Protectors 15.00 

Xlraclor+ Chip Puller 9.95 

Kooi-it Cooling kit A500 39.95 
Qwii<a Switcha 4 socketed 

ROM selector 39.95 

Power Connectors CALL 

SCSIHDCabtss CALL 



386 Bridgecard Owners 

803875X25 Coprocessor 

Speeds Up Performance 

Only S69.95 




18 Wellington Drive 

Newark, DE. 19702 

(302) 836-6174 ORDERS LINE 

(302) 836-4145 PRODUCT Info/Tech 

(302) 836-8829 Fax 24 HOURS 



Please Understand Our Policies 



VISA / MASTER Card Accepted. PrioM And SpccificaUoiB Are Subject 
To Change Without Notice! ]5% Restocking Fee On All Returns. 
Defective Merchandiie Will Be Replaced With Sitae Itetn. 
Call 392.836.4145 For Approval RMAlT Before Reluming Mct diandlje 
Merchandise. No Returns After ID Days From Delivery Due. 
Not Responsible For incompalLbilily Of Products 
Shipping And Handling For Chips Is $5 COD Fee S6 
Persotuil Checks Require 1 Wortjng Days To Cteiir, C»ll For Actual 
Shipping Prices On All Other Items. Ram Prices Change Daily 
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FinalWriter 

by Merrill Callaway 



Softwood, Inc., maker of 
FinolCopy II. has launched a new word 
processor named FinalWriter. Why yet 
another word processor? SoffWood 
made the sensible choice to continue 
to support FinalCopy II because It works 
with all Amigas from System 1 .3 up, 
does not require a hard drive, and 
needs only the minimum 1MB RAM size. 
At the same time, they were aware 
that a growing number of Amigans, 
deemed to be power users, who hove 
AmigaDOS 2.0 and up, a big hard 



Final Writer 
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drive, and 2MB of RAM or more, might 
appreciate a high-end word processor 
that takes advantage of the power in 
their machines. FinalWriter fills the need 
for a powerful, feature-loaded tool for 
writers. Not only is it a word processor, it 
has many features found only in 
desktop publishing programs, and 
several extremely useful features found 
nowhere else! For instance, FinalWriter 
has the ability to build an index or a 
table of contents from a document so 
you don't have to, Indexing is a 
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- Menu Deflnlhon - 

— Styls Nomas — 



Section Nome 
Topic Nome 
Sub Topic 1 
Sub Topic 2 
Body 



- FKey Shortcut - 



Shift F8 
$h» F9 
Shift FIQ 
CtilFl 



- Actions - 
New 



Remove 



A-CCS'pf 



■Ul>30 . 




- Style Deflnlhon - 
— ^ Nome 



|Document Title 



c 



Paragraph Settings — 
Detine, j _/J Apply 



- Tab Settings - 



K^ Apply 



|SetDefaur 



power ni the 
too 1 far ■writ^ 



— Type Settings 

Define | J^ Apply 
[SI 



Indents- 

Left — 



- Bight - 



Line Spacing 
1 1 Single I 



Terf- Alignment 
IjLeft I 



Hyphenation 
Enable? 
J NO 
C Yes 



p Hot i' 

|psr 



OK 



I Concei 



Cancel 



A^ 



s, deemed to be 
,d£ MEofRAhf 
(ivniitngoaf the 
, fBabure-londed 
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FliialWritar WoltI Pi'ceaflitca' 

hy Morrill Cnlljiway 

feftWood, Ii^c, of FiiialCbpy [I fnmo, has lauriched a 
iiow word yrocfiSKr namad FuanlVVntor. Why yot 
aiioth»r wotTl )pcoontmif ScrftWood TBado tho bbii- 
tibia choicQ to oxitiiiuB to support FmalCbpy II be- 
cnufie it warkfi with cdl ATnifinB fiom Syst&ra 1-3 up, 
doe snot require a hard driv», ai'.d nwdsctlly thfi nijlimiunt 1 IviB RAM si^a. At thfc 
tanis tiiii9, th&y wars aware that a irowuiff iiuniter of Atnifalls, de&tlied to b& 
^^^^^^^0 who have AmigaDOS 2.0 luitl up, a bii- hard drive, and 2 MB of EtAM 
orTiiDir^. Tii!£^it npi^recinto a 'Vii^h i^nd** \\x5!'d i:roo?b*or which taltetad^'aiitas^ of the 
— — — ^ -^-^-^^-^■^^-— — 
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necessary feature fhot other products, 
even expensive DTP programs, have 
regrettably omitted. FinalWriter may 
well meet the needs of many people in 
desktop publishing better than a more 
fully-featured DTP program can. It's that 
good. It's easy to judge simply by 
looking at the manual, written, laid out, 
and illustrated In FinalWriter. The 
product is very intuitive to use. how- 
ever, ond my manual remains largely 
unused, despite its attractiveness. After 
using the product for only a short while, 
I feel at home writing with it. Every 
aspect of the product is first rate, but its 
quality is definitely not reflected in the 
price, which is very reasonable. 

Brand New Features 

FinalWriter is not an upgrade to 
FinalCopy II, but a completely new 
product. The look/feel of It, however, is 
very similar to FinalCopy II and other 
Softwood products, if you own any of 
them, you'll be up to speed in no time. 
If not, the manuol explains everything 
clearly and provides copious illustra- 
tions. The most obvious changes are 
the added features. A new row of user- 
defined buttons appears above the 
row of permanent buttons. The menu 
acts the same as previous Softwood 
products, except that the user may 
now define custom menu items, There 
is an expanded ARexx command set, 
A single ARexx command is called a 
"string command" within FinalWriter. 
The User-Menu/Other item allows 
execution of a string command. String 
commands may be intermixed with 
ARexx statements to make an ARexx 
macro. There are 61 pages in the 
manual explaining all the ARexx 
commands. Softwood's manual writer 
doesn't know the name of her 
program's ARexx port, however, ARexx 
port names are case sensitive. 
FinalWriter's ports are all uppercase as 
in FINALW. 1 , not as shown in the 
manual as FinalW.l. FinalWriter 
depends heavily on ARexx, particularly 
if you wish to customize anything. There 
are several useful ARexx macros 
included to get you started. 

Insfallation 

FinalWriter comes on seven disks, 
containing 120 outline fonts, 100 EPS 
clip-art images, and installs effortlessly 
using Commodore's Installer program. 
A full installation needs 9,2MB of 
storage, and a minimum installation 
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needs 2.5MB, All the fonts, clip-art, and 
support files install in one directory. 
There ore no assignments necessary. 
FinolWriter launches from the Work- 
bench or from the CU/Shell. You may 
specify a file as a command line 
argument. FinolWriter will load it at 
startup. You may load FinolCopy II 
documents into FinolWriter and vice 
versa without losing fonts or formatting. 
Unfortunately, you may not load a 
document size larger than the avail- 
able memory, I am told this is a priority 
for the next version. Medium-sized 
documents should not be a problem 
for most systems. 

Customizing FinolWriter 

Two areas allow users to customize 
FinolWriter to their specifications: the 
User Buttons, and the User Menu. The 
User Button area contains several pre- 
configured buttons to do things such as 
open a file, cut, paste, print, ond so 
forth. There is olso standard menu 
activation as well as keyboard short- 
cuts. Customizing is accomplished 
through the first two items in the 
Project/Preferences menu. Whether 
you choose to customize the menu or 
the buttons, a requester opens, 
allowing you to control the operation of 
FinolWriter, The custom action may be 
to execute an ARexx script or a string 
command, insert a text clip, or perform 
a menu command. In every case, you 
may search for the correct file. If you 
choose to perform an ARexx script, and 
then choose Search, the requester 
opens In the proper subdirectory. Once 
you choose an action, accept It, and 
the new User Menu item is added to 
the list, you may edit, delete, or re- 
order it. You may assign it a shortcut 
function key— plain or qualified with 
shift, alt, and Ctrl. 

In the User Button requester, you 
may assign up to eight banks of custom 
buttons. A column of buttons with pre- 
defined icons on them appears at the 
left. Many of these are pre-configured 
with actions. To add a button to a 
bonk, simply drag it and drop it into the 
bank's window with the mouse. To 
remove it. just drag and drop it outside 
the window. Actions may be attached 
to buttons the same way os in the User 
Menu preferences. Ttiere is an arrow 
button on the moin interface to switch 
between button banks once they are 
defined and accepted in preferences. 
Buttons ore o great idea, but there is no 
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reference list in the manual for which 
buttons come pre-configured. You may 
not edit the grophics of any of the 
buttons. The generic buttons come with 
letters, geometric shapes, and various 
colors, but it would be useful to be able 
to draw your own icons on them The 
pre-configured buttons come with 



mnemonic icons such as a pair of 
scissors for the cut button, a disk for the 
save button, etc. The permanent 
button row below contains formatting 
and display options such as right- or 
left-justified text, spacing, hyphenation 
or not, tab stops, the text and object 
pointers, drawing tools, master and 
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For the 
Amiga '3000/3000T 

and 
AlUitia*4OO0/4O0OT 



ZoiTo n and Zorro m Bus 

^,^ Aato-senslng bus speed 

tMB or 2MB Fast Video Ram 

1,2,4 and 8 Bit Pseudo-Color 

True 16 and Bit modes 

ie.7 UllUon Colois 

FiiUy pfognunmable i«solatioiM 

3203200 to 1280x1024 

HBTdware cuisor 

Hardware panning 

Double buffering and multiple 

screens 

Single monitor syBtem 

with automatic monitor switching 

Video Optlon-Composlter and 

T/C for PAL/NTSC 

with optional video module 

Software (included) 

EGS libraries with tools and 

demos 



While some 

graphics 

cards only provide 

color resolution, 

and others only 

increase the size of 

the screen display, 

the Piccolo card 

does both. For 

applications 

that require 

ne ar-photographic 

color capabilities 

the Piccolo Card 

is the answer. 







The next 

MUST HAVE 

Video Toaster 

add'On. 

The DKB 3128™ 

For The 
Amiga® 3000/4000 




fsbw 70U can crush the 16 meg Past Ram harrier 
with up to 128 megs of contiguous memory! 

- Four SIMM sockets using industry standard 
4. 8, 16 and 32 bit SIMMs modules 

- Create and play back over 50 seconds of 
animation using the new Video Toaster 4000 

- True Zorro HE 32 bit memory board 

- Record your animation at a fraction of the cost 

- Manipulate an hour of CD-quality audio 



50240 W. Pontiac Trail 
Wixom, Michigan 48393 






Sales (313) 960-8751 

Tech Support (313) 960-8750 

Fax (3133 960-8752 
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REVIEWS 



body pages, ruler godgets, etc, 

I installed ttie buttons for Italic, 
Bold, Bold-Italic, and Plain text, and 
also added thiese to the User Menu, 
complete witti function key stiortcuts to 
matcti ttieir function key commands in 
WordPerfect. F3 for Italic, and F6 for 
Bold. It was quite easy to drag and 
drop the buttons, choose ARexx macro 
for the action, and search for the 
macros that change text to bold and 
italic format. The new buttons did not 
work with the font called 
"NC_Schoolbook." A trace of the 
ARexx macro indicated that the 
program was confused by the under- 
line character because it searches for 
that character between the name and 
the style; as in Courier_bold. I changed 
the names of the fonts in the family to 
NCSchoolbook, NCSchoolbook_bold, 
etc. and the macro worked fine. The 
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menu items were assigned in a similar 
woy without incident, so that F6 will 
bold the text, and F3 wiii italicize it. 

Softwood is famous for their 
exceptional thesaurus and spell 
checker. These are built-in to the 
FinalWriter menu and very easy to use. 
Any highlighted word will load into the 
thesaurus or spell checker when you 
start them up. You may check the 
spelling of one word or o whole 
document. 

Graphics and More 

FinalWriter has graphics functions 
for drawing boxes, ovals, and straight 
lines; importing, sizing, moving, rotating, 
and grouping; and locking, unlocking 
graphic objects, text objects, and IFF 
images. Text box objects of several 
words in any font/style may be rotated 
in one-degree increments. This proves 
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Plain Texf 
Bold 



■FKey Shortcut - 



■ Actions - 
Mew 



Accept I 



- Menu Item Name ■ 



Menu Item 
Position -7 



s 



- Cormnand Definition 

j Type 

T I ARem Script | 



\e 



- Command — 

Select I 
Pom or Name — 
os/TsJStyleJfallc 



Save 



Use 



\ Cancel | a L3 
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ne, tc 



up, does not require nhnrd drive, raid ii&edt; only the Tiiiiimiuiii 1 MB RAIvI size. At 
thft snTUft titiie. they \vore nwcire that a ffrowijifi' iiuTiibet" of Amis^as, deemed to be 
'■power uwrt". who h,-iv* Aimii\-iDOS 2,0 mid up. a bj^-h^ird dnv^, mid 2 MBof ftAM 
omiors, niit'ht apprecii^te n 'high end" word procEUior ■which talifisadvaiitciss of tlie 
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useful in mal<ing section tabs in 
manuals. While it is no substitute for a 
full-featured drawing program, 
FinalWriter is completely adequate for 
making the graphic objects necessary 
for manuals, newsletters, programs, and 
handbills. Besides graphics, there is a 
full set of text-attribute functions. Text 
styles may be user-defined and 
attached to other text blocks. 

Perhaps the most desirable 
features are FinalWriter's Index and 
Table of Contents tools because they 
ore missing in all other products, A 
single word, a selected range, or oil 
words in a selected range may be 
added to the index list. The list may be 
edited. Once you are satisfied with the 
list, FinalWriter will build the index, 
attaching page number(s) for every 
occurrence in the document. If the 
document has final changes, simply 
create the index again, ond the pages 
will be updated anew. 

FinalWriter will sort porographs in 
ony order: show your document's 
statistics; create endnotes, bibliogra- 
phies, a table of illustrations, outlines 
from documents, and more. FinalWriter 
supports color, gray, and black-and- 
white printing in PostScript. You will get 
maximum performonce from a 
PostScript printer ond the SoftWood 
driver, but you may also print through a 
Preferences graphics printer. The 
performance then depends on your 
Preferences printer driver, but ususally 
you get what you want with no fuss 
other than a longer wolf, If you want 
the best Amiga word processor, you will 
not regret choosing to FinalWriter. 
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Buttons 

_P 
B_ 
I 

1^ 



! I Button Strip 1 



Commands - 

Maotate Graphic T 
3 Rotate Graphic -2° 
C3i Rotate Graphic to <!• 



video:FinalWnter/FWMoctos 



P. 

j\ video FInalWriter/FWMacros 
"b1 Video FinalWiitei/FWMQcros 



Command Deflnttion 

Type 

z I AReyx Sciipt | 



\pM 



— Commonci "- 

Select 1 
Pafh or Nome - 



[s/rKrsryle_Boldfra!fcI 



After Button 

J Adtil ENtiQ Space 



Save 



Use 



Cancel 
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FinalWriter 

Softwood, Inc. 

P.O. Box 50178 

Pheonix, AZ 85076 

(600) 247-8330 

(602)431-8361 FAX 

Inquiry #221 
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When the Amiga first appeared on 
the market in 1 985, its 32-co!or lo-res 
images iooked pretty snazzy compared 
with the then black-ond-white Mac 
and the state off-coiors of the PC. But 
when the big boys of boring computers 
put their heads together, they come up 
with computers that couid far outstrip 
the Amiga in terms of sheer display 
capability— but not animation. Alas, this 
story has been told numerous times, but 
since then, the Amiga has had 
numerous improvements both from 
Commodore (AGA) and from third- 
party developers in the form of 24-bit 
boards. One of these such boards, the 
GVP EGS 28/24 Spectrum, is particuioriy 
making a splash. With its display 
capabilities, graphics processing 
power, and very useful and powerful 
software, this board is likely to be a big 
hit in the alternative Amiga graphics 
market. 

The board shows a very clean 
design. SVP even took into account 
the fact that most A3000s and the eariy 
A4000S contained a faulty bus control- 
ler (BUSTER). This deficiency makes 
running the Spectrum in full 32-bit 
ZORRO 111 mode Impossible. So to 
remedy the situation, the company 
added a Jumper thot forces the board 
to operote in the slower 16-bit ZORRO II 
mode. This may be a temporary 
solution until the user can upgrade to 
the newer BUSTER. Since my 
motherboard is a factory-refurbished 
model, the new chip is already in 
place, and I om oble to run the 
Spectrum in 32 -bit mode. 

On first inspection of the manual, I 
thought instoiiation would be easy. 
Installing the board, however, proved 
to be much more difficult than the 
manual led on. When I removed the 
cover from my A3000 and tried 
instailing the board Into one of the 
ZORRO 111 slots, I couldn't get it to fit! 
The board wos skewed to the left 
about 1 /8" too much. After breathing 
an inordinate amount of blue smoke, I 
finally removed the plastic bracket to 
the front of the machine. Now the 
board fit, and I was in business. In 
defense of GVP, my A3000 is an older 
one, and it is possible that it was built 
with slightly different dimensions than 
the newer A3000s. 

After getting all the software 
Installed, I was able to run some tests 
on just how fast the board is. I first 



EGS 28/24 Spectrum 

by Marc Hoffman 



moved the Workbench to the Spec- 
trum display, and v/as somewhat 
disappointed; the board wos not 
showing any significant speed increase 
over my Amiga ECS chip set, and in 
even In as little as 32 colors, \he 
Spectrum really started to slow down. A 
call to GVP cleared the matter up. It 
seems that Workbench /KIckstart 2.04 
was not really designed to work with 
over 16 colors on screen at once, and 
so the board has to translate the 
information from the Workbench to the 
Spectrum's chunky pixel format (see 
below). Upgrading to 3.0 should ensure 
a significont speed boost in emulation 
of Workbench in the higher color 
modes such as 256 colors. This board Is 
no slow poke, because when I ran the 
software written specifically for the 
board, the power of this product 
began to really show through. The 
Spectrum exhibited significont ability to 
move 24- bit, 640 x 480 graphic ele- 
ments around the screen better than 
my ECS chip set con move 16-color 
graphics. 

The Spectrum uses a concept 
known os "chunky pixels" to represent 



graphics data within Its memory. This is 
in contrast to the Amiga's "planar" 
graphics data representation. The 
difference is that with a standard 
Amiga display, each pixel contains one 
bit of display data. In order to get more 
colors, then, the Amiga must add more 
"layers" or bit "planes" to the screen. It 
is with the layering of these bitplanes 
that the Amiga is able to represent 
many thousands of colors on screen at 
once, and this method of display is very 
useful tor video that requires overlay 
work. The Spectrum's chunky pixels are 
handled In a much different way. 
Within each of these chunky pixels is 32 
bits worth of data (8 bits for red, B for 
green, 8 for blue, and 8 for reserved 
purposes). No motter how many colors 
are on screen at once, from two to 16.7 
million, each pixel still represents 32 bits. 
Some Interesting possibilities arise from 
this strategy, such os "pixel packing" to 
conserve the on-board maximum of 
2MB of video RAM. So, for example, say 
that the board Is displaying an 8-blt, 
256-color screen. Normally, the Amiga 
(under AGA) would represent this 
screen using 8 bits per pixel, or eight 
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different bitplanes. The Spectrum, on 
the other har^d. Is abte to "pack' four 
of ttiese AGA pixels into one of its 
chunky pixels C8 bits apiece into the 32- 
bit chunky pixel area), and thus 
conserving RAM. 

The display modes on the Spec- 
trum are quite varied, and if the user 
wishes to define a nevj mode, the 
board can be programmed to do so 
with the included software. On the 2MB 



REVIEWS 

version of the boord, here ore just some 
of the possible screen resolutions: 

320 X 200 X 24-bit (16.7 million colors) 

640 X 480 X 24.bit 

800 X 600 X 24-bit 

1024 X 768 X 16-bit (65,536 colors) 

1 280 X 1 024 X 3-bit (256 colors) 

1600x 1 280 X 8-bit 










Selected as the best professional productivity 
software at the last two Nortli American 
Amiga Developers' Conferences, the SAS/C 
Development System now includes C+-t-. 

If you are currently using another 
(■omni(>rcial C compiler, call now for details 
on our special trade-in olTer! 

b'or more information and to ordei-, call 
SAS Institute at 919-677-8000, ext. 7001. 

S.VS mid S.AS/t; itrv registered trademarks or trademnrk'i fifSAS ItisliltMe Itic. 
jti the I ^S.'\ imti olIuT t:flun(rics. <Bt indieul4;.s USA registratiiiii. (JKher linind 
.'ttiiJ pnidiii-t riaiiiL^arv rt^f^terad Irudeniurks nr iradi!marks of Iheir 

respective holtlers. 




SAS Institute Inr. 
SAS C;ampus Drive 
Carv, NC 27;li:i 



Even on a 1 MB board, the options are 
still quite numerous, allowing up to 16.7 
million colors in resolutions up to 640 x 
480. 

The software included with the 
board is powerful and extensive, 
encompassing utilities to define screen 
mode, create custom monitor drivers, 
grab 24-blt EGS screens, edit the mouse 
pointer, modify the overall look and 
feel of the EGS screens, and even 
produce artwork with the included 
EGS-PAINT proQtam. The point program 
shows promise with its excellent 
emulation of airbrush techniques, its 
speed, and its flexibiiiiy in regards to 
having many different pictures open at 
once, each in its own window for easy 
transfer of information. But it is lacking in 
some areas, most notably in its emula- 
tion of real-world points. I am o veteran 
of DCTV Paint, and so 1 miss the ability 
to use watercolor and oil techniques 
within the progrom. I had o talk with a 
GVP representative about future 
upgrades to the program, and GVP 
apparently has big plans for EGS-PAINT. 
How does a paint program on par with 
Fractal Design Pajnfer sound? Well, it 
sounded pretty good to me. Fractal 
Design Painter is a program for the Mac 
that emulates real-world painting and 
drawing media. 

Although the board is one really 
amazing product, 1 did hove some 
problems getting the software to work 
correctly, After a few coils to the GVP 
tech support line, 1 was able to iron out 
problems in a flash. I would like to 
comment on the almost incredible tech 
support of GVP. It is no wonder that this 
company excels in the Amiga market; 
they support their customers. 
Because of their ottention to detail, 
great software, magnificent display 
capabilities, overall graphics power, 
ond solid support, I wouid recommend 
the Spectrum board to anyone who is 
serious about Amiga graphics; you 
won't-be disappointed. 



Requirements; ZORRO ll/lll Amiga with 

AmigcDOS 2.04 or later 

At least 2MB of fast RAM. 

Great Volley Products, Inc 

657 Clark Ave. 

King of Prussia, PA 194Q6 

(215)354-9495 

Inquiry #222 
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cli 

directory 



by 

Keith Cameron 



AmigaDOS has made a bundle of changes since its inception. For those of us 
who learned the ropes on the old CLI, the newer Shell may still hold some secrets 
we haven't learned about yet. I spent my high school years working in garages in 
my small hometown, and I learned quite a bit about cars. But as cars developed 
and electronic ignitions and other developments became standard, I failed to 
learn about these changes. As a restilt, today I just drive my car and send it to the 
shop when repairs become necessary because I don't know how to deal with 
these new developments. The same is true with computers. Sometimes it be- 
comes necessary for us to learn about new developments. If we don't keep up 
with these changes, we may become as helpless as I have been with cars, I must 
admit that I am reluctant at times to make changes. With this in mind, I'd like to 
take a close look at the Shell and how it really works. 



Let's begin with punctuation nnd other characters that are 
used in Amig.iDOS- I'll not bore ynu with the use of tlio colon nnd 
the slash. 11' vou are even attempting to use the commarui line, you 
most be familiar with how these two items are used. However, 
you mav not be familiar with the use of the asterisk, the back 
apostrophe, and the semicolon. 

The asterisk (*) is used to refer (o tlic contents of the current 
window. If you wish to copy the contents of the current window to 
a file, for example, you would use the asterisk in the command 
line as follows: 

COPY * TO FILENAME <RETURH> 

Once you execute the abo\'e command, the prompt will not 
appear on the next line of the Shell. Ytm can then type in any text 
that you wish. When you ha\'e finished, press Ctrl\ and control 
will return to the Shell and your copy will be complete. 

How is such a command useful? Perhaps while you are 
working from the Shell, vou need t^) make some brief notes. This 
will allow you to do so. When 1 work on my column, for example, 
I test everything from the Shell in every way 1 can think of. Rather 
than write my findings doivn bv hand, I would much rather 
continue typing, so 1 use tliis frequently. Later, I print my filefs) 
out for use when actually writing my article. If the notes arc long 



enougli, I just incorporate them into my article. A word of caution 
is necessary here. Ctrl/ as mentioned abo\'e is also used to close 
the Shell v^'indow. Thus, if you were to press this key conibinatitm 
twice, you would effectively stop copying the contents of the 
screen to another file imit close the Shell window. No big deal, but 
it could be frustrating. 

Another punctuation mark 1 have only recently discovered is 
the back apostrophe, located above the tab on most keyboards. 
When placed within a string, it allows a command to be executed. 
This is best explained by use of an example. 

ECHO "The date and time is 'DATE'." <RETUBH> 

When executed, the material within quotation marks vvill 
appear with the current date and time replacing the word 
"DATE." Although such a command might not be very useful in 
the day-to-day work you perform in the Shell, within scripts it can 
be highly effective. You can use this technique to produce 
directories of drives, listings, and other valuable information. 

Have you considered changing your startup-sequence, but 
you wore afraid to delete anything because you might not be able 
to get it back? If you learn to use the semicolon (;) effecti\'ely, this 
shouldn't be a problem. On a command line, anything that 
appears to the right of a semicolon is ignored by AmigaDOS. So, if 
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there is a line in the startup-sequence you want to do without, 
instead of deleting it, just place a semicolon before it. Then, if you 
find that the line is necessary, all you need to do is remove the 
semicolon. 

AnothL'r u'av vou can use thi.s punctuation mark is in writing 
script files. As vou write a line in a script file, you can make 
comments about the line bv using the semicolon. At the end of the 
command line, just type in a semicolon and then vou can comment 
about a code word you use, what vou arc trying to do in that line, 
or anything else. If your comment requires an additional line, 
don't worry. Just go to the next line, but remember to begin the 
line with a semicolon. It is also helpful to indent the comnieni in 
order to line it up with the previous comment. 

Did you know that you can copy and paste from the Shell? 
You can. There are some limitations, but still, this is a nice 
development lor the Shell First, let's consider the limitations. You 
cannot copy from the Shell and paste to your favorite word 
processor. According to my manual, you can only copy and paste 
from one console windou' to another console window. Now, what 
is a console window? In layman's terms, it is a window that does 
not allow graphics, such as icons; it only accepts text. So, what is a 
console window. Well, vour Shell certainlv is. So are most text 
editors. 

However, suppose you want to get a directory listing of a 
drive and place a copy in a document you are preparing on a u'ord 
processor, which is not a console window. For example, 1 teach an 
informal class in my small towm one day a week to adults ivho 
have little computer experience. I want my documents to look 
nice, so 1 want them produced on my word processor so 1 can use 
a variety of fonts and sizes as u'cll as incorporate graphics from 
time to time. One of the first subjects I tackled was tr\'ing to 
explain the directory tree to them and the use of pathwa\'s. I 
wanted to reproduce se\'eral directory Irees for them and 
incorporate them with other information on my word processor. 
However, 1 didn't want to have to type the listings in. Hei-e's how 1 
did it. 

First, 1 produced my directory listings in the Shell. I copied 
them and then put them into my text editor. I then opened this file 
on my word processor and reformatted. That's all there is to it. So 
even though there are some restrictions, a little ingeniiitv can get 
around these simply enough. Now let's look at how to actually 
copy and paste in the Shell. 

The only lime you gel to use a mouse in the Shell is when vou 
copy and paste. Yes, 1 know you can close the Shell with the 
mouse, resize the window, etc., but you realh- aren't working I'li 
the Shell when you do such things. Decide uhich text vou want 
copied, then use point-click-and-drag to highlight the text just as 
you would in a word processor. After you highlight the text, press 
the right Amiga-C combination to copy the text; this is the same 
keyboard shortcut that most u'ord processors use. Next, mov'e to 
your other console window. It helps to already have this window 
open somewhere; ho^^'evc^, this isn't necessary, as the copied 
material is in the computer's memory. Select where you want the 
text pasted, click on that spot, and then press the right Amiga-V 
combination to paste the material; once again, this is the same 
keyboard shortcut for pasting that most word processors use. 
Tiiat's all there is to it. 

Have you been making use of your Shell's command hi.story? 



If not, you should be, for it can save a considerable amount of 
typing. Every time you type a command in at the prompt, that 
command is stored in the command history. This means the 
computer iviil remember each command. There is a limit to how 
many commands the computer can remember. In fact, there is a 2K 
command-line buffer, so the number of commands recalled will 
depend on the length of each command. 

To view the contents of your command-line history, use the 
up or down curstir (arrow) keys. The up cursor u-ill move 
backwards thi'ough the history. Thai is, your most recently used 
command will appear firs!, then your second most recently used 
one, and so on. The down cursor will move forward through the 
historv. 

The nice thing about this command history is that you can 
edit previously used commands. That is, you can use the right and 
left cursor keys to move within the command line, change a letter 
or two (or as many as you wish) and then re-execute the com- 
mand. On the 1I5M I sometimes use at work, this is not possible. As 
you use the cursor keys to move into a command line, characters 
are erased. This small difference can really be aggravating. Also, it 
seems that before MS-DOS machines can use such a history, a 
conimand has to be executed. On the MS-DOS machines 1 use, 
which run DOS 6.x and Windows 3.1, the F3 key will show the 
most recently used command. To go further back into the 
cominand history, the D05KEY command must be executed. I'm 
not trying to run down MS-DOS machines; 1 use them quite a bit 
every day. Howc\'er, these features certainly make me appreciate 
what my Amiga can do. I can't understand why this feature isn't 
standard on other machines. Most MS-DOS users resort to 
installing this command in their AUTOEXEC.BAT file, which is 
their equivalent of our STARTUP-SEQUENCE file. Seems like a lot 
of work to do something that comes natxiral for us. 

This bit of information should demonstrate (he changes that 
AmigaDOS continues to make. 

Try using these features if vou haven't before. 1 especiallv 
encourage you to work on using the back apostrophe in a script 
file of your making. Since several of the last few columns ha\e 
dealt with script files, you should find this easy to do. 



•AC* 
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Keith Cameron 

c/o Amazing Computing 
P.O. Box 2140 

Fall River, MA 02722-2140 
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bytes 



by John Steiner 



tips 

hints 

workarounds 

suggestions 

updates 

fixes 




sequences tli.it 1 don't luve riKim to print tliom .ill here, but one of 
thf shortest and eosiost was submitted by Ian McKay via Portal e- 
mail. He writes: 

I also use 1.3 ami 2.1 mid this is the best waij I limv sivn, and ugc it 
III Imve tilt' stiirtiip "knmit" zt'lwilicr it is 1.3 or 2.1. 

fjillot 26 dhO:cc/setp«tch >mL: (thla ia the 2.1 !!l 
HetpaLch) If error echo "Hot 2.1" execute 
s^Btartup-sequencel. I else execute 
8istartup-sequence2.0 endif 

Tiiat's nil there is to it. The Z.Osetptilch iril! Id i/ou kiww whether 
you htwc flic 2.0 or llie 1.3 ROM (tcliiv. This inctlwd is sinifile ami fast, 
and iivn/bodi/ can use it. 

MulH-Start ROM Switcher 

Mark Odell wrote %vith a specific answer to our reader's 
question about the Multi-Start ROM Switcher as follows: 

Mr. Vogelpoh! should be^iii In/ triihi^; flic Startiifj-Seijiwiicc 
rcjilnceiimit file ;^iivii on page 13 of the MidtiSlart iiianwil. I have iieirr 
heard that it xeouldii'l work muter WB2.1. In fact, I'd like to kiwu' 
e.weth/ liow the startup files he luis found "do not seem to work". 

Here is nn/ replacement Sliirlup-Seijueuce file based an DKB's 
ori<finnI: 



Math Co-processor for A4000/30 

Dave Berard of Calgary, Alberta, sent e-mail regarding the 
installation of a math coprocessor in the A40l)0/30. 

/s it possible ([) put n iimtli coproeessor chip iti the AiuigivWOO/OSO? 
If so, is it a PLCC or PGA type chip? 

Our local Amiga service center has not yet received ,A4000 
service documentation, and their service technician could not 
answer that question. Comments, anvone? 

Ethernet and the A4000 

Roland W. Fox sent e-mail via Portal. He writes: 

Our coiupniui purchased nii Auiign 4000 witli the A2065 Ethernet 
card and tlie TCP/IP for AviigiiDOS hack in December 1992. Riiiiuing 
Version against the modules identifies tliis version as 36.1 . When I 
called Ccnimodorc to find out iflliis is the most recent version. 
Commodore sounded as though tliei/ didii't even knoiv tluy sold ani/lliing 
like that! Likewise, I never heard from them again after tlieu said that 
they would check into it for me. 

Now that SANA II is oul for Ethernet adapters, is the /1206S 
S/lAf/4 // compatible and leould ! be able to share the A2l)ti5 wilh other 
netzuork protocols like the Intenoorks ENLAN-DFS? Also, is 36.1 the 
ktest and greatest of the TCP/IP versions available, or should I try and 
buy a neii' copy of this in the hopes that I can get an up-to-date version? 

How about it, Ethernet users? What other nettvorking issues 
have you discovered as you have endea\'orod to link your Amiga 
systems? 

Workbench 1.3 vs 2.1 Startup Sequences 

Thanks to e\-eryoiie who wrote regarding their particular 
startup sequences and their solutions to starling under either 1.3 or 
2.1 Workbench. I received so many different possible startup 



DH0:>Iorkiieiichl.3/c/Aaaign TO! DHOiWcrkbenchl.3 ; modify above 
"DH0:WarJcbeiichl.3" reterencea to point to your syBtem's ,- WBl .3-aLorage 
directory TOic/Version >NIL: graphics. library 37 TOsc/If mot warm ;thefl 
WE ARE IK KICKS7ABT 2 . 

rO:c/Assign >NIL: TO: Execute 
s:Startup-Seguence2 .0 Quit 
Else 

I then ME ARE IH KICKSTAilT 1 . J 
TO:o/It EXISTS TOiC/HoveSYS 
TO:c/MoveSirS cd TOl jFF 42& Else 
TOic/Assign c; TOsc 
Aaaigii SYSs TO: Assigr. 
deVB: StS:6&va ABSign 
fonts; SYS: fonts Asaisii 
1: SYS: I Aasijn liha: 
5YS;Ube Assign a: 
SYS:s 
Endlf Assign TO: Execute 
siStartup-Sequence Quit 
Endlf 



It works. However, if it turns out that there is a problem with 
WB2.1, then he .should call DKB Tech Support at 313-960-8750. 

Delayed Power Up Software Bundles 

In "Bug Bytes," V8.I2, ! asked for details from those who 
might have not yet received their softwarebundles that were 
packaged with their new Amiga computers. This came about 
because Roger Dooley had not yet received his bundle. Roger 
wrote in early November that he had finally received his bundle. 
As of this writing, there were only two responses to that request. 

Royce Hesley sent e-mail via Portal. He writes: 

/ saw the comment about Roger Dtmlei/ in i/our column in tlie 
December issue n/' Ama/ing Computing, just wanted to hi iiou knou' I 
icns in the same boat until last Wednesday (Nov 3), when I got my Power 
Up software: in fact, the promised version qf Final Copy was 
1.3, but I received Final Copi/ II, release 2. 

Scott Horan of Mr. Horan's Computer Lab in Louisville, KY, 
faxed information about a customer of theirs who bought an 
A1200 on March 30, and as of November 12 had not yet received 
his bundle. As this is being written in mid-November, it would 
appear Commodore is finally stocked up on its promotional 
bundles, \vhich are now shipping. 1 hope that Mr. Horan's 
customer will have gotten his bundle by the time you read this. 
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The Amiga and the DeskJet 500C 

Regarding (he 111' Doskjel 55UC inlormdlitin request from Bill 
Dnvis in the 9.9 issue, in addition to tile comp,iriy 1 mentioned in 
the column, Mark Odell of Sunnyvale, CA, recommended: 

A 6- fool parallel cable epecifkally for fite Amiga 1000 ipiirl 
iniiuher 1-42) is mndc in/: 

Interex Computer Products 
2971 South Madison 
Wichita, KS 67216 
. 316-524-4747 

There is ii file floating around the huinh called 'DJ500C.LZH' or 
similar, dcfcribed us a Deskjet 500C color driver, wSiicli iiii'^ht he uvrtli n 
try. It is also on Smitit Disk #376, avnilitbh' for $3.25 from: 

Jerry Smitti 

PO Box 5216 

Fresno, CA 93755 

AdPro and HP Deskjet 500C 

Ken LePage of VVethersfield, CT, writes witli a problem 
regarding Art Deparhnent Professional and the HP Deskjet 500C- He 
sent a sample picture that demonstrates the problem: 3/8-inch 
white bands going through the width of the picture are inserted 
after every inch or so of image. He did not mention contacting 
ASDG technical support, but he did comment that he purchased 
the "special driver for the HP500C," 

/ don't know which drii'er he refers lo: hoieeivr, he might In/ the 
driver that Mark Odell mentioned if that is not the driver he is using. 
ASDG also has excellent technical support, so the}/ should also be 
contacted for assistance. 

High-Density Drive Installation 

l-'rom Mark Odeil: 

CBM has shipped two models (so far) of high-density drives: 
Chinon FS-357yl (for the AmOO) and Chinon FZ-357—for the A4000 
but it wilt fit in the A2Q0O. If users can find these from a source other 
than CBM. they should work without a hitch; howerer, check both the 
bezel and the slt/le of eject button for proper fit. 

GVP PC286 cord 

In the V.8.6 issue, Juan Nunez had questions regarding his 
286 card. Assuming he has already contacted GVP technical 
support, and they were unable to assist with specific questions, 
Mark Odell suggests: 

Since this product's OEM is z'orte.i: GndjH — the software Is the 
same as thai wkidi comes with vortex's ATOnce boards — he could also 
try leaning a message to vorte.x's tech support at: 

CompusServe - 100015,330 

Internet - 100015.330®compuserve.com 

CDTV Questions 

Michael Blakclv of BYU-Hawaii writes with questions 
regarding his A3000 and CDTV. He wants to knou- (1) if it's 
possible to install a hard dri\e onto the CDTV. (2) how much RAM 
can the CDTV support? (3) if the CDTV can be accelerated? (4) 
what options are available? (5)if it's possible to attach the CDTV to 
the A3000 so it can access the CD-ROM. 



1 ) 1 have not seen any advertisements for third-party add-ons, and 
Commodore doesn't appear to have one listed in their CDTV 
product guide. 

2) 1 don't know the total available memory map; however, there 
are personal RAM modules that can plug into the unit. Ask a 
Commodore dealer about capacity and availabilUv. 

3) Not from any Commodore product. Any third-party solutions? 

4) Check with a Commodore CDTV dealer for the list of CDTV 
options; there are too many to list here. The most useful add-ons in 
mv book would be an external floppy drive — any Amiga- 
compatible floppy drive works here — and a keyboard-mouse kit, 
available in matching black color scheme. Both of these products 
should be a\ ailable through an Amiga/CDTV dealer. 

5) If you get an external floppy drive, you can boot from a 
Workbench diskette, and if you obtain PARNET, a shareware 
program you can find on Amiga BBS systems, and a standard I/O 
cable to connect between the two systems, you can network the 
two units, thus making the CDTV's ROM drive accessible as a 
separate volume on the A3000. 

GVP/Supra conffict 

Also in the June issue, Mario Aguilar asked for assistance with his 
system. In addition to my suggestion, 1 asked for input from 
readers. Mark Odell commented on his problem. Mark writes: 
Since no mention was made of recourse to a service center, 1 gather that 
Mr. Aguilar was trying to .solve this problem by himself without the aid 
of anyone tech-qualified on the Amiga. I recommend stroiigh/ that Mr. 
Aguilar take his system to an Amiga sennce center and find out which 
product is causing the conjlict. 

The sennce center he clwoses could start by: 

1) cleaning all the edge connectors very thoroughly with SV/u isopropyl 

alcohol and a cotton sioab: 

1) making sure that the bootable partition's BootPri is set to 0, and the 

non-bootable partitions' BoolPri are set lo -12S; 

3) making sure that all partitions' Mask values are set to OxJFFFFFFE; 

4} making sure that all partitions' Ma.xTransfer values are set to 

QxFFFFFF (I recommend having this done only by a service center that 

knows how); 

5) removing the Supra board, installing the SMB of SIMMs as 
recommended by CVP, and trying It with Quarterback Tools FIND 
UNREADABLE BLOCKS option: 

6) removing the SMB of SIMMs, installing the Supra board, changing 
the FaaastROM version as recommended by Supra, and tn/ing it with 
QBTools again. 

Blue Chip Printers and the Amiga 

Paul Corchado of I'ar Rockawav, NY, writes with a question 
about the use of his Blue Chip M120/10 printer with an Amiga 
500, He is using Final Copy and wants to make use of the printer, 
but does not know which printer driver to use. 

I am not familiar with this specific Blue Chip printer model; 
however, 1 am familiar with the product line, and though they are 
not manufactured any more, I know of several that are still in use. 
All of the Blue Chip printers 1 am familiar with are Epson- 
emulation based, so 1 would try the EpsonX driver as it would 



(continued on page 36) 
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CanDo: An Interactive 
Authoring Tool 

Part 6: Using AnimManager 

by Randy Finch 



If you have an ANIM file that you would like to play from within 
CanDo and you do not need to move it around on the screen as you can a 
BrushANIM, then AnimManager is the ticket. AnimManager is an 
AmigaDOS program included with CanDo that plays an ANIM file with 
full double-buffering so there is no double-imaging problem. 
AnimManager has an ARexx interface that allows CanDo to commurdcate 
with it and control it via commands. 



Listing 2 is a CanDo deck, entitled ZPlayAnim, that uses AnimManager 
to play the original ANIM file of the math function stretching and contract- 
ing. The first thing that has to be done in the program is to establish ARexx 
communications with AnimManager. This is accompHshed in a global 
routine called Communicate. 

Establishing Communications 

The first thing that the Communicate routine does is set up an ARexx 
port that the ZPlayAnim deck will listen to in order to receive information 
from AnimManager. I named this port ANIMFrameEvent Next, the program 
tries to find AnimManager's ARexx port named AnimRexxFort. If this port 
cannot be found, then AnimManager is not currently executing and an error 
condition ensues. The IfError 
statement traps the error and then 
attempts to load AnimManager with 
the COS command. Notice the -t 
option on the command Une. This 
parameter tells AnimManager the 
name of the ARexx port it should 
speak to. A loop then executes 
wherein attempts are made to locate 
AnimRexxFort. If it is not found, the 
CanDo program is stopped. If it is 
found, the program continues. 
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Commanding Through ARexx 

The first command sen! to AnimManager is QuickLond Anim. 
This command directs AnimManager to load an ANIM file. The 
filename is a parameter of the QuickLoadAnim command. 
QuickLoadAntra loads an ANIM file in such a way that it can only 
be played in a fonvard direction. If you want to load an ANIM file 
such that it can be played forwards and backwards, the Load Anim 
command must be used. However, the loading time is longer since 
the format of the file has to be converted as it is loaded. 

Next, the string variable Q is equated with a quotation mark. 
Note that the first quote indicates that a strinj; constant follows. 
The next two consecutive quotes indicate that a literal quote is part 
of the string. Finally, the fourth quote indicates the end of the 
string constant. Q is used to embed a quotation mark in ARexx 
command strings. Two additional string variables are assigned; 
then two more commands are sent to AnimManager. Eacli is a 
SetFrameMnrk command. This command tells AnimManager to 
pass a message back to the CanDo deck when a particular frame of 
the animation is displayed. The first parameter of the 



pausing, stepping through the animation one frame at a time, and 
playing the animation in reverse order or in ping-pong mode. The 
latter two commands arc only available when the ANIM file is 
loaded with LoadAnim rather than QuickLoadAnim. Be prepared 
to click on the animation screen before you press any control ke\'s 
because even though the animation screen appears on top of all 
other screens, it is not the active screen until you click on it. Also, I 
discovered that if you press the key to plav an animation in ping- 
pong mode when QuickLoadAnim is used to load it, then no other 
control keys will function except the ESCAPE key which exits the 
program. 

Next, an AddButton command is sent lo AnimManager. This 
command specifies that on tn\'isibie button should be added to the 
animation screen. AnimManager is told to send the message 
ClickButton to the CanDo deck when the user clicks within the 
region of the button. The button begins at the upper left-hand 
comer of the .screen (0,0) and is .^0 pixels wide and 50 pixels tall. 
This button lets the user quickly exit AnimManager — there only 



The first thing that the Communicate routine does is set 

up an ARexx port that the ZPIayAnim deck will listen to 

In order to receive information from AnimlVlanager. 

Next, the program tries to find AnImManager's 

ARexx port named AnImRexxPort. 



SetFrameMark specifies the message to be sent back; the second 
parameter specifies the frame number at which to send the 
message. Mv program needs to know when frames 20 and 40 are 
reached in order to play the Boing sound. The message to be sent 
back at frame 20 is "Frame 20." The message to be sent back at 
frame 40 is, you guessed it, "Frame 40." In each of these messages 
the word Frame is the message, while the 20 and the 40 are 
parameters. 

Executing the ZPIayAnim Deck 

when the ZPIayAnim deck runs, the BeforeAttachmcnt 
routine for the card PlayAnim executes. This routine simply calls 
the Communicate global routine. The PlavAnim card looks 
identical to the card used in the ZPlnyBAnim deck described 
earlier except it uses a Normal Window rather than a Picture 
Window. The latter is not needed in this deck since AnimManager 
will display the animation on its own screen. 

When the button labeled "Play Anim" is pre.ssed, the 
Communicate routine is executed just in case AnimManager is no 
longer rimning. Next, the command "KevControls On" is sent to 
AnimManager. This tells AnimManager to allow the user to 
control the animation playback using the computer keyboard. 
There are keys available for changing the speed of playback. 



for instructional purposes since the ESCAPE key \vorks just as 
well. 

F-inally, the "Play Forward" command is issued to get the 
animation started and a flag \'ariable AnimButton is set to FALSE. 
More about AnimButton later. 

Synchronizing Sound 

Because AnimManager was instructed to send the message 

FRAME back to the CanDo deck whenever frames 20 and 40 are 
displayed, an ARexx object needs to be added to the card (Figure 
5). This object is named FlaySound. Since the same sound is 
played at both frames 20 and 40, the parameter that is passed 
along with the FRAME message does not need to be checked. If 
different sounds were to be played for the two frames, then the 
frame number parameter would have to be checked to determine 
which sound to play. The ARexx object added to the PlayAnim 
card simply waits for an ARexx message of FRAME and then 
executes the PlaySound command. What could be simpler? 

Quitting AnimlVlanager 

There are se\eral ways to exit /VnimManager. One is to press 
the ESCAPE ke\'. This will only \vork if the "KeyControls On" 
command has been issued to AnimManager. 
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Listing 1. CanDo Dec]^ For Playing A BrushAMIH 



AnotliLT way to exit AniniMasiagcr is to switch to the CnnDo 
card and press the "Stop Anim" button. This causes the OnRelease 
event script for the button to execute. It sends a "Quit" command 
to AramManager. 

The third way to exit ArumMnnager is to press the invisible 
button created with the AddButton command. This causes 
AnimManager to send a ClicicButton message to the CanDo deck. 
This message is detected by another ARexx object named 
CheckQuit. When the message is received, the AnimButton flag is 
set to Tl^UE. "Why not just send a 'Quit' command to 
AnimManoger at this point?" 1 hear you aslcing. Good question. 
Tills is the way ! originally tried it. Whenever I clicked on the 
invisible butSon, the animation froze, and I could not do anything 
else. CanDo was frozen, also. However, other applications 
continued to work fine, it seemed as though AKexx communica- 
tions had fouled up somehow. But what good does just setting a 
flag variable to TRUE do? Well, none unless you have a routine 
checking for AnimButton to be set to TRUE. Therefore, I added a 
Timer object (Figure 6) set to execute once a second. Each second, 
the value of AnimButton is checked. When it becomes equal to 
TRUE, AnimManager is sent messages telling it to push its screen 
to the back of other screens and then quit. The screen must be sent 
to the back before quitting or the program will freeze up as 
described earlier. Occasionally, AnimManager would freeze up 
using the technique shown in Listing 2; however, it was rare. The 
other methods caused a freeze-up 100 percent of the time. 

Closing Comments * °°'' "^"">'Bxni,." 

" • Time 20:58:25 

1 hope you ha\'c learned a lot from the previous exercises. I . sate 09/26/93 

know I have. Animation and sound can be a lot a fun. It is always ............. 

exciting to see an image you have created moving about on the 

computer screen while sounds emanate from the speakers. There • cardial in deck. 

is much more that CanDo can do with animations and sound, but " ^"^ "PiayBMim" 

it would take too much space to cover it all in one article. . ^ cardioi, 1 wore printed. 

If you have any applications created with CanDo that you ............. 

would like to share, please send them to me care of Amixzhw 

Computing. I will be interested in looking at them. . sstursi order ot c«ra« 

In the last installment, I mentioned that CanDo 2.51 requires * c«rd -pnyEAnlm- 
commercial developers to have a license to distribute a custom 

runtime system provided by INOVAtronies. I have received more ............. 

information about this. The yearly license fee is S50 to S200 i.™!".!".!" "'""'^ '^^tioe. m this decic. 

depending on the type of applications distributed. The license can 

apply to single or multiple software titles. ............. 

I plan to discuss creating AinivaCuhii: help files In the next ' '^"^ ^ ayBAnim 
installment. Definition 

Origin 0,0 

BackgroundlfflABe "CanDo:Anims/SIN(X*¥l-40,pic" t aize and depth comes 
from image 

Title "Play Brush Animation (Full Size)" 
WindDwColore 0,1,0 j Detail, Block, Background 
WlndDwOnJects CLOSEEDTTON 

MlndowFlags ACTIVATE SEPAKATESCHEEH TOFROMT 
EndScript 
OnCloaeButton 

Quit 
EPdScripc 
EndObject 

TextButton "PlayaAnin" 
Definition 

Origin 200,138 

Font "topai",^ J fontHaiEe, PointSiza 



lEdiloi's Nole: Smce Part 5 mtd Pari 6 ofllic OmDo tutorials arc so 
closely related, we hnve repealed Ixitli iiitingt in tliis issue. Listing 1 
;>ertnini directhj to Piirt 5 and Listing 2 pertains lo Pari 6.1 
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AC Exclusive: 



An Interview with Lou Eggebrecint 

Vice President of Engineering, Commodore International 



At first glance, \ou mdy wonder where you 
Kave seen Lew Eggebrecht before. The slight 
smile nnd quiet manner puts most people at 
easeimmediatelvnnd he Jiiaintains this compo- 
sure either in a one-to-one interview iir standing 
before a room full of anxious Amiga users. It 
takes a second, and then you see the resem- 
blance between Commorfoie's chief visionary 
for the Amiga and the veteran character actor, 
William Sch.iliert. William Schallert is the actor 
who has played on almost ever;' situation com- 
edy in the last 411 years from Patty Duke's father 
to Murphy Brown's high school journalism 
teacher. Like Schallert, Lew must remain just as 
versatile in his tasks. 

Mr. Eggebrecht is responsible for all de- 
velopment for Commodore. His staff includes 
Conmiodore's design engineers and its devel- 
opment support group, C.MS. His expertise 
must cover the Amiga 411111, 1200, CD32 and 
beyond in e\'ery country and market in which 
the Amiga competes. He must not only know 
where the Amiga is today and where it should 
be tomorrow, but he must know what the 
Amiga's competition is doing and where the 
en I ire industry is heading, 

Lew isa long-distance commuter. Somoof 
his time is divided between working from his 
home in Colorado and at his office at Commo- 
dore in West Chester, PA. The balance of his 
time is spent traveling around the world to 
encourage de\'elopers and solve problems. His 
Colorado office offers him some time with his 
family and aii opportunity to discover' a differ- 
ent perspective to the ciiallenges he faces everv- 
day. 

Just 40 miles from Denver, the Eggebrecht 
residence sits at the end of a dirt road with 
nothing but space and animals for neighbors. 
When not engaged in boardroom presentations, 
developer negotiations, or promoting Commo- 
dore, he polishes his skill at skiing or he ini- 
pro\es his patience by fishing. 

We were fortunate to he able to talk with 
Mr. Eggebrecht d uring the recent World of Com- 
modore in Toroiito where he deli\'ered a kev- 
notespeechon the future developments of Com- 
modore a [id the Amiga (please see the compa n- 
ion article on page 57 of this issue). 

AC: .Are von part of the visionarj' te,ini for CD'-? 
Lew Eggebrecht: 1 hope so. There are many 
good people with good ideas. We all work to- 
gether to trv to come up i\'ith the best solution 
for next-generation products. 

/lC:What can we expect from CD'-? Is it just a 
game machine? 

L.E.; We wanted to locus it as a game machine, 
but not limit its capability. Even though il has a 
lot more capabilities as a genera! purpose mul- 
timedia interactive player, we ha\'e focused on 
games. 

We learned this with CDTV; if it does 
everything, then people don't know what it's 
for. I f wii focus on games, people understand it, 
The\' will also discover tlwt it plavs audio disks, 
CD-J-G, Video CD standard, and Video CD-i 
digital CD standard; it can used in kiosk appli- 



cations, and that there is a full Amiga operating 
system with expansion capability huilt in. 

Developers will understajid the hardivare 
and see other opportunities. We have several 
people who are building kiosk applications with 
CD^-. Il is literally taking o\-er those applica- 
tions targeted for CDTV. In reality, if we were to 
capture the mass market, we had to focus on 
games. 

AC: Speaking of expansion, since CD'- is essen- 
tially an Amiga in game clothing, is Commo- 
dore planning to buiid expansion productssuch 
as keyboards, disk drives, etc., as with CDTV? 
L.E.: We are not planning on making it into an 
A1200. We think that this would harm the 1200 
market and build a machine that is not as com- 
petitive as a 1 200, We think there are two mar- 
kets, the home computer, personal productiv- 
ity-type machine with video capabilities such as 
the 1200, and then there is the true game ma- 
chine. Users have to decide which one they 
want. Building one machine that does every- 
thing, which U'as theCDTA', was not successful. 
We are trying not to make that mistake again. 

AC: I'm sure 1200 and 4000 users vvould like 
CD'- capabilities. Is there some way for this to 
happen and when? 

L.E.: Providing CD-KOM di'ives in the future, 
allowing them to take advantage of CD'- soft- 
ware, is a possibility. 

When is more of a marketing question 
than a technology question. We have done ex- 
tensive technology development inadaptcrsfor 
the 1200 and C[>'-; it is pretty easy to do, actu- 
ally, because we designed the AKIKO chip so il 
could operate in either environment. Building a 
CD-ROM drive for the 1200 or 4001) is straight- 
forward from a technical sSandpoinl. 

AC: So, technologically, \'ou are all set to go? 
L.E.; We ha\e tooled the case, we have the 
drives, and theelectronicsare done. Some addi- 
tional software development work is necessarv 
to complete the project. 

AC: In the future, a re you looking at what Apple 
and IB.\I-PC have done vvith a CD-ROM-based 
machine? Will there be a future CD-based 
Amiga? 

L.E.; That is a definite possibility. VVc would 
need a different drive because the d rive we ha ve 
now is a top-loading drive and is therefore an 
external drive and would not ht into a 5-1/4" 
slot. We would have lo re-package our mecha- 
nism into a 5-1/4" slot to do that — something 
that we could definitely do. 

AC: Do you feel pressure to create sucli a plat- 
form? 

L.E.; Not really, because people who want that 
type of drive want a SCSI dri\'c and are not 
vvorried about playing CD"'- software. So they 
get a standard file system, something that they 
can do today by buving an external drive with a 
SCSI adapter and have a CD-based product. 

yiC; Can the SCSI-based CD-ROM drive read 
Photo CD? 




L.E.: -Absolutely, if it isa multisession CD-KOM 
drive. 

AC: We have the software to interpret it? 
L.E.: Not yet, we ha\'e recently negotiated terms 
on a license. We have not signed a license )'et; 
bu t ou r in tent is to provi de Photo CD and we are 
currently working on a player that will be avail- 
able for CD'- and the Amiga. 

AC: .\n\ idea v\hen we w\\\ see it — or is this a 
marketing question? 

L.E.: No, it's an as-soon-as-we-get-it-done tvpe 
thing. We have just assigned dedicated people 
to the project recently. 

AC: Do you feel that this holds vou back? 
L.E.: Well, having a multimedia machine with- 
ou t I'hoto-CD does not make a lot of sense. 

AC: Would the release of the AAA chipset next 
year affect the CD'' market? 
L.E.: We have never planned on implementing 
the AAA chipset in the game machine. 

AC: So the CD'- purchaser today would be 
pretty safe from obsolescence for quite a while? 
L.E.: I am certain of that. One of the things you 
can't do is obsolete the software. In the con- 
sumer market, we vvant a piece of software to 
work forever. Changing the hardware would 
force de\'elopers to w rite to the lowest common 
denominator, and there wouldn't be any soft- 
ware to take ad vantage of the new features even 
if you put the features in. This may not be 
entirely true because a CD has such a large 
storage capability; it may be possible to enhance 
a CD'- in the future and have two versions of the 
softviare on the same disk, one that uses the 
features and one that doesn't. 

AC: Are you working closely with the dev'elop- 
ers of software for CD'-? 
L.E.: Yes, very clo.sely. ! have made many trips 
to the U.K. to assess the status and encourage 
the developers to produce a product in a timely 
manner, to produce language versions, and to 
produce NTSC and PAL versions. We have held 
four or fivesoftware publishers meetings where 
we go in and give the status of the product and 
try lo show the latest development environ- 
ments and make sure people have the latest 
development tools. 

If the\ need technical support, wc now 
ha%'e two nevv people in the U.K. who are dedi- 
cated to supporting CD'- developers. Keim 
Simimiierand Da \' id Pocock now spend nearly 
100"'ci of their time supporting CD"' developers. 
Plus we do a lot of remote support. I have also 
g!\'en a lot of effort to Chris Ludwig, who has 
spent most of the summer and fall in the U.K. 
directly supporting the developers. 

AC: Without giving anything away. ..are the 
developers using the new enhancements? 
L.E.; They are beginning to. The problem is to 
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tfi'iclop titles that really uw thuCDaiid Ihu A A 
chip set tu its fullest. Plus, with the new feature 
of our chujiky-to-plannar mode, it takes a fair 
amount of effort. 

A lot of the titles we are seeing now are 
enhanced versions of titles that were done for 
the 12011. Some of (hem are VL'rv nicely enhanced 
withaiidiocapaliility, more depth of play, more 
scenery. We ore seeing a lot of that and that's 
fine because the pricing isstill a great deal. We 
are also sueijig a lot of titles ported from PC 
applications because of 256-color capabilities 
and the ease of being able to use the chunky 
pixel mode. 

AC: In the system, is chunky-to-planitar auto- 
matic? 

L.E.: It is nut entirely automatic, you take eight 
pixels display information and write it to a 
memory location. When you read it back, it is 
already in the plannar mode and therefore it 
does the conx'Crsioii of taking information that 
is normally packed in one byte and taking eight 
of those bytes and then distributing them to 
eight different memory addresses. 

AC: Will we see in\'olved virtual-reality type 
games coming out? 

L.E.: Yes, some of the games are beginning to 
use the capabilities of the machine. Micwcosiiim 
by Psy gnosis is a good exam pie where you ha ve 
a lot of scenery and 3-D effects and they are 
really showing off the performance of the ma- 
chine. Virtual reality requires more than just 
graphics; you need headsets and hand sets and 
motion detectors; you really needa theater-type 
environment. 

AC: Is that coming? 

L.E.: Yes it will come, but I don't see it as cost 
effective. There are two ways that people are 
viewing VR, one is with iieadsets, goggles, and 
gloves; and the other is as a virtual reality the- 
ater, In other words, a room in your house that 
is set up like a holodeck as portrayed in Star 
Trek. There are two \'iews in the ivorld on how 
to do that and research is progressing in both 
ways. However, there will be a lot of incremen- 
tal steps. True virtual reality will take another 
leap in technology. 

AC: We are seeing headsets and such being used 
on the Amiga. Can these be easily ported to the 
CD32? 

L.E.: Yes, definitely. Most of the W Industries 
packages, which are the commercial I v-a\-a li- 
able arcade %'ersions, are based on the A2000, for 
example. They are not even using the latest in 
Amiga diipset technology. 

AC: Are we seeing any other software develop- 
ment outside of games? 
L.E.: We arc seeing a lot of .software develop- 
ment in the video production area, new ver- 
sions of paint programs for specific graphics 
adapters, RTG s u pport for 24-bi t graphic card s. 
We are seeing a lot of development in the lideo 
markets. We are not seeing a lotofde\'elopment 
in the productivity area, which has traditionally 
been our weakest point. 

AC: We are talking about the entire .^miga 

platform? 

L.E.: Yes, from the Amiga standpoint, mainlv 

video applications. From the CL>'- standpoint, it 

is mainly CD-based games. 

AC: How about CD-based education applica- 
tions? 

L.E.: There is some work going on in education. 
Basically, the marketbreaks intoplatfof mgames. 



adventure games, simulation games, and sports 
games. There is a lot of activity in all these areas. 
The Amiga has always been strong in higher- 
end games due to the resources a\'aiJable, such 
as more memory, as compared to Sega and 
Nintendo. 

With respect to reference materials, we 
have shied away from that, although most of the 
CDTV reference materials vvork on the CD'- 
such as The New Gwlier Eleclmiiic Eiiatdofh'dia, 
THE Ciiiniicif World BwiA" ofRfcorrfs, the Insight 
series, all work on the Ciy- and are available. 
Our experience has shown that no matter how 
good the material, il is not a big market. 1 low- 
ever, there is nothing stopping development in 
this area and we have managed to upgrade 
some titles such as Ciiiiiiwss and GroUcr for CD^-. 

AC: As a side note... Compton's has won a new 
patent concerning multimedia. Are you famil- 
iar with this? 

L.E.: Yes, I have seen a copy of this. 1 believe this 
is based on a more-or-less universal search en- 
gine for e,xfracting information from CD-KOMs 
based upon various search algorithms. The 
patent is very long and very involved. 1 have 
seen similar search algorithms for hard drives, 
so I find it hard to believe it can be patented. 

AC: Do you think this can be contested? 

L.E.: Yes, 1 think it will be contested and will be 

successfully contested. 

AC: Does the Amiga have anything to worry 

about? 

L.E.: Not directly- We are not the ones liable. It 

would fail on the publishers of the software. 

AC: Could it freeze up development of soft- 
ware? 

L.E.: Possibly, but I su.spect that since some big 
players are involved in PC software, which is 
much more reference-oriented than Amiga soft- 
ware, 1 suspect the big players such as Microsoft 
and others will go for^vard and end up fighting 
our battles for us. 

AC: You mention that we are doing a lot of work 
in video. Do you feel that this is bad for the 
computer in the long run to be considered so 
one-sided? 

L.E.: A few years ago I would have said yes 
because multimedia ivas not upon us. Now 
people are discovering that television is the 
place where everything is going to happen and 
that a computer that can deal with TV — and has 
the tools for dealing with applications associ- 
ated with TVs — are hav ing a new emergence. A 
couple years ago 1 would have said yes, that is a 
limitation; now 1 think it's a plus. 

AC: Do you think that we have lost sometliing 
because producti\'ity software producers did 
not take adwintage of the capabilities that a 
multimedia-oriented computer could provide? 
L.E.: There are other aspects that were prob- 
lems, such as ha\'ing high-resolution low-cost 
monitors, high-capacity lo\v-cost hard dri\'es, 
lower-cost memory — all these things have made 
multimedia possible. It just so happens that we 
had a chipset tiiat was way ahead that could do 
a lot more things, and can still do a lot more 
things than anyone else. S<i we still have an 
advantage. Hut what really has made this ad- 
vantage useful, is that the other teclinologies are 
not holding us back, which alloivs us to take 
advantage of the capabilities of the chip set. 

AC: Technologically, Commodore has never 

been better? 

L.E.: Yes, I think that this is essentially true. The 



information superhighway concept, interactive 
TV Is refocusing the efforts from computers 
back to TV because there are 100 million TVs in 
the U.S. The Amiga is perfectly positioned to 
take advantage of this. 

/^C But will it? 

L.E.: We have been ivorking hard with a num- 
ber of pt)tential customers to move the Amiga 
tcclmology outside its traditional uses in the 
areas of set-top boxes that connect to the mfor- 
mahon superhighway and interactive T\' con- 
cept. The chipset and the technology we have is 
perfect for that — thesuper low-cost TV capabil- 
ity and performacice. We are pursuiiig this very 
vigorously to find a new home for Amiga tech- 
nology. 

AC: Are you well received? 
L.E.: Yes, very well received. 

AC: Do you ever have to defend the Amiga? 
L.E.; No, you ne\'erhave to defend the Amiga. 
It is amazing how many people are familiar 
with the technology and its capabilities. 1 don't 
getenough chances to thank the developers that 
stick with us and all the engineers for all the 
hard hours they put in to make CD'- a success, 
particularly the CATS organization, which has 
putin an incredible amountof effort assembling 
the bundle and demo discs, supporting the de- 
velopers of CD'-, and getting the product out. 
They have done a great job. 

AC: Are there still CATS organizations in the 
other sales companies? 

L.E.: We have ESCO which is European sup- 
port. This is a small organization that basically 
funnel problem-reports back to us in the U.S. 
They do not directly hand le developer support; 
most developer support comes directly from 
the U.S. CA'TS organization. 

AC: What about developers who want to get 
involved in CD'-? 

L.E.:Thereare 121 licensed developers forCD'-. 
So it's not hard. We initially limited the number 
of developers to keep the support issue down, 
but that is no longer true. It's easy to gel a 
developer's environment and licen.se. 

AC: Can you create a CD^' application with an 
A4IX10 and a large hard drive? 
L.E.: Yes, you have an excellent development 
environ inent on the 4OO0 — as long as you don 't 
create an application that runs onh' on an '040. 
We have an '020 board the fits into an AiOOl) to 
help with development. We also have simula- 
tion programs that simulates CD-file perfor- 
mance on the hard drive. This helps the de\'el- 
oper create an application with the proper per- 
formance le\'el. 

AC: What is Commodore charging to become a 

CD'- developer? 

L.E.: You have to buy the de-bug board, which 
runs about S2tX). And you ha\'e to sign the 
license that states when you publish a title, you 
have to pay Commodore $3 for each disk sold, 
not produced, just the ones sold. Tlie de-bug 
board allows you to download directly to a CD" 
to run il directly, and it also allows you to access 
the registers, and so forth 

AC: What are the high points in your position? 
L.E.: Well, we have some great prod ucts. We are 
doing some great things with botli the .AAA 
chipset and thefollow-i>n tothe.'XAA. Although 
our engineering organization is small, we are 
lean and mean and have a lot of fun. 

•AC' 
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DREAMWORKS VIDEO PRODUCTIONS 
Presents The Nei vVOLUME 2.3 of 

THE GUIDE TO 

ART DEPAMTMENT PRO 2.+ 

Video Tutorial Series 

Featuring - ToJih jlt Framt-storcs, jMtPlXX powertonls, FHEI)*! 

new p4iwcTtiml.s PK()<'ontru], Anim i}.'8 manipuliilion, 

SimPrinl, prinl£-d transcript & I^Ms morel S29.95 



Viilumc 1 Tiitoriiils Tenture color piiLlette tnimipuJuiion, imaj;e 

cumpositinj;. Text Visual Operations, Tilu Visual Operations, 

baling. FHF.n & More. SM.95 



$39.95 each or $49.3.5 for bath (includes shipping 2 day mail) 

Cali for stlipping rates iiutside U.S. 

Frw r.ifts »ith ciWh order. ,W(! SKI.IKI for C.O.D.'s 

To order call 1-800-453-8308 anytime 

To receive a FREE informal ion packet 

call anytime 602-893-3988 



or write to: 

Amazing Aji Pro 

5037 East Kervmn 

Phoeniv, Arizona H50-i-f 



V/SA 



Vha^ ^fasterrard, C'.O.D'k, checks, 

and money orders ii-elatme. 

Pli'Uite allow 5-."] weeks fur cbiek orders. 

Please make payments payable ItfJJreamWorkji^ 



Circle 151 on Reader Service card. 



PrintStyle plain ,2,3 ,- Style, Peril, Pen2 
TextColora IjO^nDhMAL ; PenA, PenBj, DrawMode 
Text " Play BAnim " 

Border BEVEL ,2,1 ; BorderStyle, MainPen, ExtraPen 
Highlight COMPLEKENT 
ButtonFldgs none 
EndScript 
OnReleaae 
ShowBruBhAnim "CanDoianims/Binlx'y) -40 .banim", 0, 
Let 1=0 
Locp 

HoveBruflhAnim "CanDo:aniirLS/sin(x*y) -AO.banim", 5,0,0,0, 10, QUEUE 
MoveBniBhXniJD '•CflnDo:aniins/oin(x*yl -iO.bantm", 0,5,0,0, 10, QUEUE 
MovearuflhAnim ''CanDo:ajiiiiifl/oinlx*y)-40.baniiii'', -5, 0,0, 0,10, QUEUE 
MoveBruDhAnim -CanDojaaims/Binlx'y] -UO.banim", 0, -5, 0, 0, lO.QUEUE 

Let I-I^-l 
Until 1=5 
BruBhAniuB OH 
EndScript 
BndObject 

TfixtButcon "StopBAnim* 
Definition 

Origin 200,180 

Font ''tDpai''f8 ; FontHame, PointSize 
PrintStyle PLAIN ,3,3 ; Style, Peal, Pen2 
TextCtjlors 1,0, NORMAL ; PenA, PenB, DrawHode 
Text " Stop BAnira " 

Border BEVEL ,2,1 ; BorderStyle, HainPen, ExtraPen 
Highlight COHPLEHE^^^ 
ButtonFlags NONE 
EndScript 
OnBelease 

BjnjBliAilljafl OFF 
gadScript 



EndObject 

BruahAnioFraiDe **Bn]BhAniin_l-FRAME20_l" 
I>efinitio[i 
DrushAniinBTaf fer "CsnBo: Aniirvs/sic(x*y )-40.baniffl"' 
Fraiae 20 ; The BrushAnia fra^ne nuober 
EndScript 
Occurred 

PlaySound "BCF:CanDo2 . Sl/Sounds/Boingt.snd" 
EndScript 
gQdObject 

BrushAnimFrame "BruBhAnim 1-FRAME40 1" 
Definition 
ErUBhAjiiniBuf fer "CbuDq: AniniH/BinCx'y) -40.biiiiim'' 
Frame 40 ; The BmahAnim fraoie aiMibfif 
EndScript 
Occurred 

P 1 aySound "RCF : CartEo2 . 51 /Sounds / Bolng. snd" 
EndScript 
EndObject 

BrushAnim "SoundSynC 
Definition 

BruohAnitnBuffer "CanDOrAniaiH/Bin (x*y) '40.baniai" 
EndScript 
EndObject 
■ End of Card "PI ay BAnim" 



Listing 2 



Listing 2. CanDo Deck Eor Playing An AKIH Using AnimManager 



■ Declc "ZPlayAnim" 

■ Time 20:5B:4B 

■ Date 09/26/93 



' Card(B] in declc. 
I Card "PlayAnim" 



1 C2ird(B), 1 were printed. 



Natural order of Cards 
Card "PlayAnim," 



' Global Routine(B) in declc. 
' Houcine "CaEBminicate" 



1 Global rciutineB(B)r 1 were printed. 



' Card "PlayAaiEL" 
BeforeAttachment ,* used to be OnStartup 

Do "Communicate" 
EndScript 

Window "UserWindow" 
Definition 
Origin 0,0 
Size 320,400 

Title "Play AniEiacion Using AnimManager" 
KumberOf Colors 32,59635 

WindowColore 0,1,0 ; Detail, Black, Bachi^raiind 
WindowObjectfl CLOSEBUTTOH 

WlndowFlags ACTIVATE SEPABATESCREEN TOFROMT 
EndSqript 
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OnCloseButton 

Quit 
EndScript 
EndObject 

TextButton "PlayAnim" 
Eefinition 

Origin 200rl3e 

Font ■'tapaT:",fl ; FontNomej PointSize 

PtintStyle PLAIH .2,3 ; Style. Penl, Pen2 

TsKtColors l.O.HORHAL ; PenA, PenB, DrawMode 

Text " Play Aniro " 

Border bevel ,2,1 ; BordorSCyle, HalnPen, ExtraPen 

Highlight; COhplehent 

ButtOil?lagfi NONE 
EndSeript 
OnRe lease 

Do "Communicate" 
SendMessage "KeyContiola On" 

SendHessage "AddButton "I \Q\ |"ClickButton" I IQI i", 0. 0, 50,50" 
SendHesaage "Play Fonvard" 
Let AnimButton-PALSE 
EndScript 
End object 

TextButton "StopAnini" 
Def ini^ipn 

Origin 200, ISO 

Font "topaz", 8 ; FontNatw, PointSize 
?rintScyle PLAIN ,2,3 ; Style, Penl, Pen2 
're:(tColors 1,0,nOHmal ; PenA, PenB. DrawHode 
Text " Stop Aniifl " 

Border BEVEL ,2.1 ; BorderStyle, MainPen, ExtraPen 
Highlight COMPLEMEHT 
ButtonFlags KOKE 
EndScrLpt 
OnRelease 

SGDdMeGGage "Quit" 
EndScript 
EndObject 

A^exxHessage "PlaySound" 
Definition 

Keaaage "FRAME" ; text to look £or from ARexx 
EndScript 
Occurred 

PlaySound "CantJo : Sounds /Boing . and" 
EndScript 
EndObject 

Interval Timer "CheckQuit" 
Definition 

Duration 0,1,0 ; Minutes, Seconds, Jiffies 
EndScript 
Occurred 

If An imBut tons TRUE 

SendHeasage "Screen ToBack" 
SendHesaage "Quit" 
Let AniiEEutton^FALSE 
Endlf 
^dEcript 
EndObject 

ARexxKeasage "QuitFlag" 
Definition 

Meaaage "CLrCKBUrTOH" 
EndScript 
Occurred 

Let AniinButtonsTRUE 
EndScript 
EndObject 
* End of Card "PiayAnlni" 



text to loo): for from ARexx 



* Global routine "Conniunicate" 
ListenTo "ANIMFrameEvenf 
Speak To "AnimBexxPort" 
IfError 
Dob "run >nll! <nil: CanDojCLIUtilities/AniicManager -tANIMFrameEvent" 
Let Tinwout^SO 
Loop 

Delay 0,0,10 

SpeaKTo "AnimSexxPort" 

IfError 

Let FoundPort-FALSE 
Else 

Let PoundPortnTRDE 
Endlf 

Let Timeout BTimeout-l 
Dntil FoundPort OR (TineoutoO) 
Else 

Let FoundPort=TRiIE 
Endlf 

If NOT FoundPort 
Echo "Can't squawlc with the AnimMan, nianl" 
Quit 
Endlf 
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As told by AC Tech #3.4 and Amiga World Aug. '93... 

The LANGUAGE For The Amiga! 

One Amiga languajic has stood the test of lime. 

his new package represents the fourth major upgraded release 

of F-Basic since 1988. Packed witti new features. 

5.0 is the fastest and fullest yst. The power of C with the 

friendliness of BASIC, Compatibility with all Amiga 

platforms through the 4000. ..compiled assembly 

object code with incredible executiori times.,. 

features from all modern languages, an 

AREXX port, PAL and ECS/AGA chip 

set support. ..Free technical support... 

This is the FAST one you've 

read so much about! 




Supports DOS 
1.3, 2.0, 2.1 and 3.0 



F-BASIC 5.0™ System $99.95 

Includes Compiler, Linker, Integrated 

Editor Environment, User's Manual, & Sample 

Programs Disk, 

F-BASIC 5.0™ +SLDB System 

As above with Complete Source Level DeBugger. 



$159,95 



AvailaWe Only From: OELPHi NOETIC SYSTEMS, INC, 



(605) 348-0791 



P.O Box 7722 Rapid City. SD 57709-7722 

Send Check or Woney Order or Wrile For ln!o. Call With Credit Card or COD. 

Fax (S05J 343-4728 Overseas Disthbulor inquiries Welcome 



Sendee aaage "OuickLoadAntiE CaimQ:Aain:a/SlN(X'Y)-40 .aniin" 

Let 0- 

Let Meaa6ack20 = ''F]tame 20" 
Let HeaaBack^On^Frame 40* 

SendHessage "SetPratneMark "I IQI IHeasback20| |Q| l-^.SO- 
SendHeflsag'e ■'SetFramaMark " I IQI iHa^sback^O I 101 I ". 40" 
' End of routin* "C0!(8auiicaE&" 
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Please Write to: 

Randy Finch 

c/o Amazing Computing 

P.O, Box 2140 
Fall River, MA 02722-2140 
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BIGI-OO']' Power Supply 

;(HI Wat! lant'i^tkd A-SiKJ/t^Ni/IHW F'ouer 
Supply Will H;iik!3c Vinuallj Any Add-on 

iJcvicc Imaginable! Power Accessories 
r.'^lciTuIly And Save Weif And TearOn The 
MollicTbcard. 



Aitcmion! 

We Have 2IHK25II/.1IHI 

Wan 2()0(W(KH)MlHW 

power Supply -Soluiiotis 

Grcal ForToasicrs! 



Pyramid Hand Scanner 

■jmp.PJ. 1^.12 I_iM:l(iiL-y-M.;ik-SL;ilim?f. 

iL-M/JliilfwtK Lt Urc> Sc;ilt Mixk-s. 

CSmii Tor UTI* And Uniwing/I'iiiJil Fr^.^nnims 

Saves lb/32 Lcvu-IGrL-ylE-l-' 




PyTamid H;iniJ Svanncr 

IsTlicOnly Ami^iii 

SciinnCf In Cinnc Willi A 

I'jriilk'l Vn.\i>r 11iniu.>!h 

IniL'rriiL'e! 




Swifty Mouse 

Tnic Three IJuiIon, High 

RcMiluliim Mi^TM Switch 

MuUK. GkM With BntliuCHrc, 

Directory Opus &. Qthm. 



Handy Mouse 

TuoRllIlinlMi.r.i 

S^ilchDiL-.^l \<ni:-., 




Pyramid Mouse Master 

Auiomutic Swiich Kor The Aniit:ii Mnusc/jnyvlicl. Fnrts. 

Select BelwcEH Muusc Or JiiysliLk Simply By Pres-iing The 

Fin; BuUyn On Whichever IX'vitv Yim Ncfd. 




S49.95 



Slingshot 

,.2[K«I Slcil Vu: A-5011 

Use A.MJOL'iiriKUn Yiiiir 

A-500! «;.1^).<I5 

Pyramid RAM 

A-501 Ckmc WICl^.K^. EIl>. 

S49,'>J 

A-6(JI IMBW/CIikLHm. 

S'W,')5 

fomini;S.MWW\-l2IK) 

RAM 1-Apjii^ii>n 




Pyramid Midi Inlorriicc 

1 "' (irc.il Apiiii!.-. Mini, liiil.i.k-v.Si-ii.il I'.iss 
nii.wyhl'uil .111.1 Miilippli- MIDI 
CuniKcltuns, I III, 2 Oil! .^ 2 niniT 

Pyramid Sound Enhancer 

liiipro^L- TliL- Hiiih End Sound Output Out 

til Yiiur Amiya, A Miihl If Yiiu Record 

SuunJ To Video Tape etc. ! 



Amiga IDE 
Cables 

S 14.95 



NenMulli-FieeCml 

A-:OIXV.W(1(W-IOOO Hif h 

Speed Dull Serial & Dml 

Rarjllet }\m Bimid 

S2'KI.0[l 



Pyramid Stereo Sampler 

Hiiih Spci-'d SlLTUii Sound Sampler 

W/lnpul L<;\eJ Controls & Miemphune 

Input jKk. SM.95 



■ u^tait a 



nicker Blaster! 

f-lic5vCr Rl-'llWM LT & 

.Audit] ..\inp. 
S;j').DII 




P>Tamid ROM Switch t)n1y 
Ke\^t}anl'^I^IU^e Ciintnilletl 



Ctmtati Ytiur l>;alcr or .Micro R.&D. 

Viw/MC/COl) 

(.IIIS) 7.15- 1 24.1 Vtiice 

I.WS|745-I2J()I-A!C 



Circle 1 1S on Reader Service card. 



—BUG BYTES continued from page 28 

probtiblv be the closest. Since you mentioned using the printer 
i\'ith vour Commodore 64, it's possible that the printer emulates 
Commodore printers. If the EpsonX driver doesn't work properly, 
you could try one of the CBM dri\'ers available and sec if that 
works, Any other suggestions, readers? 



Af vou Witt ivailt, Ihc lopic wc uvrc i/kt'ii^s/jijj zi'iif tlif iisf i>f the 
NEC CDR-25. It tmiihi uow apivay Hint the piohlciii Mr. Bnslini' tjvis 
Imviiig could bf rclnlfd to the SCSI chip inside hii 3000. Wc wotilii 
rfccimnieiid tlmt nil iifcn^ wlio have CD-ROM on their Aiiiigii 300Qs Imve 
17 qiinlificd pei'HTii iia^pecl the iiisiile of the eunipiiter to zvriff/ tlw version 
oftiie SCSI chip iniitg la^eil. An npihile flnnihl be obtniiieil ifiieetleil. 

HarmonySoft Software and Hardware Protectiorv 
Support 

HarmonySoft and Aladdin are cooperating in the develop- 
ment of Hardware Protection devices. The two companies have 
signed a contract in which Aladdin buvs from HarmonySoft the 
relevant knowledge in oriler to add Amiga support to their line of 
products. This includes all rights for the hardware protection 
products HarmonySoft de^'eloped for the Amiga such as 
MemoHasp and SerialHasp. 

All support and distribution of these products will be made 
by Aladdin. All bug reports and technical problems should be 
forwarded to them. Any requests and comments about protection 
schemes for the Amiga (as described in previews annoLincemcnts 
of HarmonySoft) siiould be sent to Aladdin instead of 
HarmonySoft. 

Also as part of the agreement, HarmonySoft will give any 
technical support needed in order to help Aladdin become an 
Amiga developer. 



Aladdin LTD 

attn: Dany 

15 Beit Oved St. 

P.O. Box 11141 

Tel-Aviv 61110 ISRAEL 

Phone: +972-3-537-.5795 Fax: +972-3-537-5796 
E-mail (CompuServe) 100274,434 

Tliat's all for this month. If you have any workarounds or bugs to 
report, or if vou kno\v of anv upgrades to commercial soft^vare, 
you may notify me by writing to: 



Solution to Excellence! Printing in Draft Mode 

iVJario Vachon writes regarding a solution for printing in 
draft mode in excelk'iicc! Mario suggests: 

77(1' printing prdbkiii tiw; corrected on my si/atein h\/ onh/ using 
line $pnciitg 12 (single spncc) or 24 (ihtibie sptice) while printing in NLQ 
or drnft; grapliic nwtle doesn't care, ns i/on can select lehicheoer line 
spacing you ii'tsh. Also worth noting: a line spmcing of IS should give one 
1 1/2 line spacing but it never worked on any printers I ever tried. It is 
briefly noted in the iiminial llml Topaz 11 is the font to use and that line 
spacing shonid be set to 12 for WYSIWYG p\irposes. 

Problems with A3000 and CD-ROM Drives 

In "Bug Bytes," V. 8.11, Fred Frit2 of Xetec wrote regarding 
the NEC CD-ROM dri\'es. He sent a follow-up letter with more 
information on the problem. He writes; It seems that a ninnl'cr of 
users hmn^ been experiencing SCSI lockups when using CD-ROM with 
the Amiga MKK). A number of these users have isolated the problem to the 
SCSI chip inside the 3000. The correct (part) number on the SCSI chip 
inside mir 3m)0 should be WD33C93A-PL00-0S. Earlier ,50()fJs might 
be using n SCSI chip with an '(H, or it might even be laivled 'PROTO', 
These are old SCSI chips and should be updated to eliminate the 
possibilitif of SCSI lockups. 



John Steiner 

c/o Amazing Computing 

Box 2140 

Fall River, MA 02722 

...or leave e-mail to 

John Steiner on Portal 
73075,1735 on CompuServe 

Internet mail can be sent to 
John_Stcincr@cup.portal.coin 
Fax John Steiner at (701 )280-0764 
S;30a.m. to 5:30p.m. CT, Mon.-Fri, 
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Amazing Computing 



Putting Some 'yCarc 
into Your Imagination 



b\j Marc Hoffman 



Remember for a monient vvntcliing a mtn-ie 
\vhero the director u'ishes to conve\' a sense of 
time pnssagL'. He or she niiiy nccomplisli this 
with the cnmer.1 trdcking to the sun, sometimes 
through obstncles such ns trees. Tlie sun doesn't 
appear to be just j yellow sphere; instead, streaks 
emanate from it, and around the siui is a hazy 
glow. Or, if science fiction is the going thing, recall 
those pictures of the earth just barely masking out 



\> 
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the sun. Again, there is no yellow half-circle peeking out from 
behind the earth. Rather, the same effect of streaking and 
domination of haze pervades the picture. These are examples of 
lens tlares, the formations that occur in places ranging from the 
above examples, using cameras, to that of the human eye, 
especially to those wearers of contact lenses. 

Like almost everything else, lens flares can be simulated on 
the computer, especially in 3-D software. This tutorial is meant for 
those users whose software cannot handle lens tlares directly, and 

it is centered on biiitgiiie 2.0. 
When observing a lens 
flare, note that for the most 
part, the flare is really nothing 
more than a distorted disc. So, 
in the modeling of the flare, the 
first step is to add a primitive 
disc. Co into the detail editor, 
choose Functions/Add/ 
Primiti\'e, and choose disc. For 
this tutorial I used a disc of 72 
sections, and accepted the size 
defaults. The second stop is to 
create the flaring action that 
this form will eventually 
exhibit, To accomplish this, 
choose the mode menu and 
select Pick I'oinls. Next, go to 
the pick/ select menu, select 
Pict Range, and indicate that 
Imagine should select every six 
points on the disc by typing 1, 
73, 6. Once the points change 
color, scale the points outward 
by hitting the "S" key and 
dragging the mouse (Figure 1). 

Ttie next step is to alter 
the bases of the flares, so that 
they appear to "dip" into the 
main disc. To accomplish this, 
I used the magnetism tool. Go 
to the mode menu and select 
magnetism setup (Figure 2). In 
the Radius of Influence box, 
type in 7, select dome under 
.Magnetism T}'pe, and click in 
Use. Now, select mode /drag 
points and drag the midpoints 
.it the base of each flare inward 
toward the center of the flare; 
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the surrounding points should follow througli with n dippinj^ 
action, producing a nice, smooth cLir\e (l'i>^in'e 3). 

Now that the construction of tlie flaru is completed, the ncNt 
Step is to apply the attributes to make this really look like a lens 
flare. To do this, I used the Radial procedural texture in Imagine. 




[ 



''/.'>'-v7 
L. /// f;; ,,, 



Above: From top to bottom, Figures 1 through 3. 

Rigtit: Figure 4. 

Opposite: From left, Figures 5, 6, & 7. Bottom: Figure 8. 



Co back to the mode menu .-vnd select Pick tiroiips. Next, turn on 
the Coordinates Linder the display menu, and measure how grunt 
the radius of the disc is. Now, go to the attriliLites requester by 
hitting F7, click on the first box marked Texturel, and select the 
Radial texture. Tliis texture allows the user to do many alterations 
to the surface of an object, and encompn.sses color mapping, 
reflection mapping, and transparency mapping. The only two that 
are relevant to this tutorial are the color ami transparency 
mapping aspects of Radial. 

WTicn radial is applied to an object, it takes the base attributes 
in the Attributes requester and pro\ides for a smooth transition to 
the attributes set up in its own requester. For example: If an object 
is opaque in the attributes requester and the settings are for 
completely transparent in the Radial requester, then Imagine will 
perform a transition from opaque to transparent, and the 
abruptness of this change is based on a preset distance set up in 
Radial. Knowing this, you can now feather the flaring portions of 
the disc as they proceed outward, making the lens flare look all the 
more realistic. 

So, getting back to the Radial requester, here is a rundown of 
what should be entered in each of the data entry boxes (Figure 4). 
Since my radius for the flares came out to be about 230 units, 1 set 
the transition width to slightly less than the rattius to provide for 
more of a feathering effect. In this case, the distance is 195. This 
number mav \'arv simply because each lens flare ma\' be slightly 
different. The ne.xt step is to set tlie rest of the attributes in tlris 
requester. Set the color to white (255, 255, 255), set Filter (transpar- 
ency) to maximum (255, 255, 255}, and leave Start Radius and 
Reflect alone. Now, scale the texture to fit the object correctly, and 
accept these changes bv clicking in OK. Nmv in the attributes 
requester, set the object to read as Bright. Now, no matter how 
much or how little light hits the flare, it will be iEuminated equally 
at all times. 
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The next step is to add that "glow" or haze around the flare. 
To do this, add a disc again, and size it so that the points of the 
flare arc just slightly longer than the disk's radius. Now, add the 
radial texture in a similar fashion to this disc as was added to the 
flare, but this time make sure that the transition width is slightly 
shorter, or more abrupt than that set for the flare. When this step is 
finished, be sure to mo\'c the "haze" disc slightly to the back of the 
main flare object; this is only a slight movement. The reason for 
this action is that .sometimes Imagine will gel confused if the tivo 
objects occupy the same space, and fherefoi-e the resulting image 
will have some defects. 



38 



AMAZIN<i CoMPUriSG 



|ll«.t..l ,^.t.,! I', 



L 




L 






am rov sci Lot kt z a^,^w^itt\ix\rts ha? rrw r< i: a l int r r ■: s t n hp. jh up br| 



lUfail ^H.lr.,.' I i«L- W 



L. 



^""Tx 




^ — 



L. 



/ 



L 



Hat hay 5ci Loc X r z l»:Ci#?^'SftlTt |rts n»t rm r<<BLiJ<Trr<sirTHf.l 



We're almost done. The Inst part concerns the ring formations 
that sometimes occur around lens flares, and the rings can be 
constructed using Imaginc's Boolean m.ith functions. First, before 
doing anything, select all, group these objects, and save the file 
under some appropriate name. Now, delete the flare part. Select 
the haze disc, and copy and paste it. Next, take one of the disks 
and scale it down so that is it just slightly smaller than the original 
disc. Noiv, select Extrude from the .Mold requester. Position the 
two disks so that the extruded one intersects with the flat one. 
Also, be sure to rotate either one of the disks on the Y-axis to 
ensure that Imaginc's Boolean math engine will not get confused 
(Figure 5). The next step is to select Slice from the object menu. In a 
few seconds, the operation will be complete. Once again, select all, 
and this time ungroup everything. Delete al! irrele\-ant objects 
until all that is left is a ring (Figure 6). As before, apply the same 
attribute with the Radial texture, and then load back the grouped 
object. Copy and paste the ring down again and re-size it so that it 
is somewhat smaller than the larger ring and place the two rings in 
locations similar to those in Figure 7. Group the objects and save 
them, and then perform a quick rendering (Figure S). 

Because of its perfect nature, the computer can sometimes be 
very sterile and boring. When imperi'octions, such as lens flares are 
added, the pictures produced on computers tend to take on a 
much more realistic and lifelike appearance, and this is just one 
step closer to realism. 
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Marc Hoffman 
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amiga telecommunications 




Automation enriches our lives in many ways. Try to imagine how much 
your car would have cost if Ford or Chevrolet had come to your house and 
built it by hand in your driveway. Automation figures into telecommunica- 
tions as well, and this month we will be looking at two automated terminal 
programs. 



While it is true that ARexx allows us to automnte the 
functioning of many programs on the Amiga, the following two 
programs do much more within their limited boundaries. With 
Ahhidiu {Figiu-e 1}, and AiiloPilol (Figure 2), you are literally a 
mouse click away from GEnie or CompuSer\'e, respectively. Both 
programs will call, log on, check for new messages in your favorite 
areas, send and recei\'e e-mail, upload and download files, then 
log off and hang up the phone line. This is possible because the 
programs are designed for use on only one system. The program 
knows what sort of response the system wilt ha\'e in any given 
situation. 

Aladdin is fairly simple to configure, and extremely simple to 
use. Virtunllv everything is point-and-click or menu dri\en. Most 
problems people have are related lo Iheir modem cable. Serial 
communications require only throe lines, or connections, betv\'een 
the computer and modem. One is for data moving between the 
modem and computer, one is for a common electrical ground, and 
one is for the two de\ices to signal which is to send and which 
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receives. There are 25 pins on a serial connector, and the RS-232 
standard defines signals for 20 of them. Most communications 
programs and modems don't require all 20 signals in order to 
work, so some serial cables don't have connections for all 20. 
Aladdin makes use of all of the signals for controlling the modem, 
so you must make sure the cable }'ou use supports the R5-232 
standard. 

After you have Aladdin configured with your GEnie account 
number, password, and the phone ULimber to call, scroll through 
the lists of the different RoundTables, choosing the ones that 
interest you. When this is done, from the Project menu select 
Update Topic Lists and Aladdin will call GEnie, log on, go to each 
of the RoundTables and retrieve a list of topics. When it is 
finishecl, Aladdin will log off and return yiju to the main screen. 
Now go to the RoundTable menu, choose Select Round I able, and 
one of your RoundTables from the sub-menu. \'o\v when vou 
select Mark-Replv Old Topics fi'om the same menu, \'ou aie 
presented \vilh a list of all topics \viHiin thai RoundTable. Choose 
the ones you wish to read, and tell Aladdin at what date you wish 
to begin reading from. Follow this same procedure for each of the 
RoimdTables \'0u have chosen, and the next time you tell Aladdin 
to call GEnie, all of the messages you have selected will he 
downloaded to your computer for vou to read at vour leisure. 

Your replies are handled just as simply. As you are reading, 
there is a row of button icons across the bottom of the screen. 
These control movement through the message base, and bv 
clicking on the Reply button, you can type a response to a 
message, which is then saved until )'our next online session, when 
Aladdin automatically uploads it to the system. 

To download Aladdin, tvpe Vll(155 at any GEnie prompt, 
then choo.sc menu Item b lo obtain the latest version of Aladdin. 
Menu Item 7 will dov\-nload the full users manual, and Item 8 the 
quickstart guide. Version 1.62 of Aladdin is 157,312 bytes long and 
will require approximately 13 minutes at 2400bps to download. 
The manual is (5'),760 bytes and should be vours in less than six 
minutes al the same speed. Aladdin is giftware, meaning there is 
no fee requested after you pay for the doi\nload. Remember that 
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Ai.iddin is suitable only for use with CEnio 
iind requiivs Workbench 1.3 or hinlior, .ind a 
hard disk is a recommended option. 

CompuServe also has an automated 
program available for Amiga owners, called 
AutoPilot. Like Aladdin, you fill in the 
requesters with appropriate information, 
such as phone numbers, user ID, and 
password. You are then presented with a 
screen containing gadgets for the four 
Amiga Forum.s, and C-mai[ (CompuServe c- 
mail). By selecting a Forum name, fhen 
clicking on the Get gadget, you can toil 
.A.utoPilot which rorum.-; to visit, and 
whether to retrieve listings of available files 
or messages. Available files and messages can also be defined by 
age in days, so you can retrieve only ones posted in the last 10 
days, for instance. If you don't want to download all messages in a 
Forum, you can retrieve a list of message topics. 

AtitoPilot is a demo \-crsion of a commercial product. If you 
wish to register and have a full-featured version, it will cost you 
$69.95. You obtain the full version by registering your demo 
\ersion online. You then receive a C-mail message that will 
autotnatically transform the demo into the full version. The demo 
version is limited to the Amiga sections on CompuServe, and C- 
mail, but is nearly full-featured for use in these areas. 

AutoPiiot requires Kickstart 2.04 or higher, 2iVlB RAM and 
5MB of hard disk space to operate. AutoPilot can be downloaded 
by typing GO Amiga Vendor at any CompuServe prompt. Choose 
menu Item 3 to move to the files area, then menu Item 9 for 
AutoPilot. The file name is AP.LHA and is 204,620 bytes long, 
requiring about 17 minutes at 24()0bps. The compressed version of 
the doeimientation file is called APDOCS.Ll-lA and is 43,361 bytes, 
downloading at 2400bps in about three minutes. The ASCII 
version is APDOCS.ASC and is 108,879 bytes, requiring about nine 
minutes. 
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Both of these programs ha\'e a similar list of features. The 
main difference is that .Autoi'ilot allows you to set up three 
different phone number/ modem speed combinations. Aladdin 
allows only one phone number to be stored. They will save a lot of 
money in connect charges If you use the systems frequently. Since 
the programs do not have to pause and decide which options to 
choose, like humans, the savings can be substantial if you are 
using 9600bps or faster modem speeds. 

File of the Month 

If you are looking for exotic BBSs to call, check out file #21054 
on GEnie, named TW-WABL!9310.1ha. This 20,480-byte archive 
may not contain every Amiga-oriented BBS in the world, but 
systems from Australia to Slovenia are represented, with phone 
numbers and supported modem speeds listed. This is a monthly 
list compiled by Ed Dukcshire, and the October 1993 list contains 
523 systems. At 2400bps the power to reach out and touch a BBS 
in, say. Hong Kong, can be yours in less than two minutes. 

That's all for now. Remember that 1 can be reached on 

CompuServe as 72764,2006, and on GEnie as RHaysS. See you 

online! . _ 
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Please Write to: 

Rob Hays 

c/o Amazing Computing 

P.O. Box 2140 
Fall River. MA 02722-2140 
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Amiga on Internet 



by Henning Vahlenkamp 



^£W' 




Internet is the global standard computer network. Larger in both size 
and services than all the commercial networks combined, Internet, with 
over 20 million users, traverses the continents of the world. And it's 
growing faster than ever, almost too fast to measure accurately. 



In fact, Internet's widespread nature makes il a possible 
model for the proposed digital information superhighway 
supported by the Clinton Administration (see Editorial Content in 
AC VS.7). Even if such a highway is based on Internet, it probably 
would be significnntly different, but that's another topic. 

Unlike commercial networks, Internet isn't owned by any 
company, and there's no central location you can access. Rather, 



Tabe 1 


. FTP Basics 


! <command> 


execute command (local machine) 


ascii 


set ascii transmission mode 


binary 


set binary transmission mode 


cd <directory> 


change directory (remote machine) 


close 


terminate a connection 


dir 


directory listing (remote machine} 


get <sourcc> <target> 


download a file 


hash 


print '#' for every 




packet transferred 


led <direclory> 


change director)' (local machine) 


Is 


simple directory listing 




(remote machine) 


mget <file speo 


download multiple files 


mput <file speo 


upload multiple files 


open <host name> 


open a connection 


put <source> <target> 


upload a file 


pwd 


print directory (remote machine) 


quit 


end FTP session 



Internet is a distributed net\\'ork of networks — o\'er 8000 of them. 
For example, the primary United States portion is called the 
National Science Foundation .Netivork (.NSFNET). Component 
networks, connected by "gateways," are composed of intercon- 
nected sites which are themselves composed of one or more 
computers. So at the most basic level, Internet is the sum of its 
computers, forming a vast sea of connections. Using the Transmis- 
sion Control Protocol /Internet Protocol (TCP/IP), there's 
seamless communication everywhere, although every site isn't 
directly connected to every other. 

.•\s vou mav ha\e guessed, something as big as Internet 
didn't just spring up overnight. It began back in iy69 as the 
Ad\'anced Research Projects Agencv Network (ARPANET) for the 
U.S. Department of Defense. ARPANET was an early networking 
experiment linking ctimputer centers. Gradually other networks 
were connected too, and (he term "Internet" was adopted for these 
interconnected networks. But the real growth began with the 
creation of the NSFNET in 1986. Since then, ARPANET disap^ 
peared and netivorks around the world ha\e become connected to 
Internet. 

Today, most colleges and uni\'ersities are on Internet, besides 
military and government agencies. Although Internet has been 
historically noncommercial, things are changing with the addition 
of many businesses. Ail kinds of organizations, such as non-profit 
ones, are becoming connected too. 

How It Works 

Hefore diving into Internet's .services, let's take a brief look at 
how it works. 

As mentioned earlier, computers on Internet communicate 
\'ia TCP/IP. One of its basic features is the use of host names and 
addresses. Uniquely identifying a computer, host names consist of 
a variable number of character strings called "domains" separated 
by periods. For example, "grinch.trenton.edu" is a computer at 
Trenton State College, my school. The domains represent entities 
of increasing size, going from left to right in the name. So "grinch" 
is the actual computer (a SUN workstation), "trenton" is its 
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location, and "edu" is the set of all educational institutions in the 
U.S. By convention, the ri);htmost, or top level, domain is one of 
tile following: 



(businesses) 

(educational institutions) 
(government agencies) 
(miiitary agencies) 
(netu'ork organizations) 
(other organizations) 



com 
"edu" 
"gov" 
"mil" 
"net" 
"org" 
two letter code (foreign countries) 



Host names may bo convenient for people, but computers 
need numeric addresses to find each other on Internet. Nearly 
everyone uses the Domain Name System (DNS), a distributed 
database, to do the translation, instead of the old host tables. IP 
addresses, as they are called, are unique 32-bit numbers comprised 
of four 8-bit numbers separated by periods, allowing over four 
billion computers on Internet. Say you wanted to contact 
"grinch.tronton.edu". DNS would pass that name to various 
computers to assemble the address, returning "159.91.5.10." 

Incidentally, host names also are used for electronic mail (e- 
mail) on Internet. Since multiple users may he sharing the same 
computer, referring to a particular user requires an e-mail address 
like "vahlenka@grinch.trenton.edu," where everything before the 
"@" symbol is the user name (mine) and everything after it is the 
host name. E-mail is outside the scope of this article, so I won't go 
into anv more detail. 

Besides names and addresses, TCP/IP handles the actual 
communication on Internet. When one computer contacts another, 
its transmissions arc broken up into "packets" which can arrive at 
their destination in any order. The protocol reassembles the 
packets and niakes sure that everything ^vorked correctly. Using 
packets means that multiple transmissions can share the same line, 
unlike a telephone conversation which requires a dedicated line. 
Hence Internet is a "packet switched" network. 

How To Use It 

First of all, I should mention that most Internet computers 
use the UNIX operating system, on account of its powerful 
multiuser capabilities. Although Internet is not synonymous with 
UNIX, its basic utilities (Archie, FTP, Gopher, Telnet, and WAIS) 
originated there. Fortunateiy, these utiUties have transcended 
UNIX, and they are now a\'ailable for virtually any computer in 
many different forms. 



Amiga users ^vouId probably be most interested in FTP (File 
Transfer Protocol). FTP is used to transfer files from a remote site 
to your machine, allowing you to upload and download files to 
and from software archives known as "FTP sites," Using it is as 
simple as t>'ping FTP followed by a host name or address. Once a 
cormection is made and you enter a login name and password 
("ftp" and your e-mail address nearly always work.), you're 
presented with a command line interface similar to the Amiga 
Shell from which you can execute a variety of FTP commands 
summarized in Table 1. Just remember to use the binary transmis- 
sion mode for anything other than ASCII te.xt files. That's really 
all )'ou need to kno^v about FTPing. 

While FTP only does simple file copying. Telnet actually logs 
you on to a host computer, making you one of its users. The 
startup procedure works similarly to FTP, although varying login 
names and passwords may be required. Telnet is especially useful 



Table 2. Aminet Sites 



Location 


Host Name 


IP Address 


USA 


ftp.WListl.edu 


128.252. 135.4 


USA 


ftp.cdrom.com 


192.153.46.2 


Sweden 


ftp.luth.se 


130.240.18.2 


United Kingdom 


src.dtK.ic.ac.uk 


146.169.2.1 


USA 


ftp.ctsu.edu 


192.43.199.20 


Switzerland 


ftp.eunet.ch 


? 


Germany 


ftp.th-darmstadt.de 


130.83.55.75 


Germany 


ftp.cs.tu-berlin.de 


130,149.17.7 


Germany 


ftp.uni-oldenburg.de 


134,106.40.9 


Germany 


ftp.uni-kl.de 


131.246.9.95 


Switzerland 


htamiga.epfl.ch 


128.178.151.32 


Germany 


ftp.uni-paderborn.de 


131.234.2.32 
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for l.iking nd vnntnge of intLTnctive sc'rvicus such as onlinu libniries 
or dntiibnscs. EvL'rythin;; that happens after logging on depends 
upon what the htwl provides. 

I?egarding the other Internet utilities, Archie searches for files 
in publicly accessible archives (FTP sites). Gopher features a 
menu-driven interface to find and use various services, and WAIS 
(Wide Area Information Ser\ers) searches for text in files such as 
databases. There arc a number of other utilities too- 

Where fo Find Amiga Support 

/\miKa support on Internet is mainly FTI' sites and USENET. 
I won't say much about USF^NET since Gary I-ait already dis- 
cussed it in AC V7.7. But I would like to add that USl-NET 
newsgroups, including Amiga-specific ones, are widely available 
on Internet through ncwsservers. Utilities such as RN or NN 
should allow you to read the news. 

If you're more interested in software, then FT!' is the way to 
go. And mo.sl Amiga users needn't look any further than Aminet, 
the Amiga FTP headquarters. Summarized in Table 2, Aminet is a 
collection of FTP sites consisting of ftp.wustl.edu, the main site or 
hub, and its mirrors. Mirror sites contain copies of the files at the 
hub, preventing an overload of users there. All the sites house 
Aminet in their "/pub/aminet" directories. With about a gigabyte 



of software in over 5,000 files and 10,000 users daily, Aniinel is 
very popular indeed. 

This success story began with ab20.larc.nasa.gov, the home of 
Amiga FTP for years. In ,A,pril 1992 abltl 'ivas shutdc)\^■n, so Amiga 
users flocked to amiga.physik.unizh.ch, a small site, running on an 
A3000UX, that was created by a dedicated group of students at the 
University of Zurich in Switzerland. Eventually mirror sites were 
added as traffic increased, and Aminet was born. Then in June 
1993 amiga.physik was shut down and later recom missioned as 
ftp.eunet.ch, making ftp.wustl.edu the new hub. Today Aminet 
has come a long way from its humble beginnings, and with any 
luck it will be a valuable asset to the Amiga community for years 
to come. 

To simplify access to its files, Aminet is organized hierarchi- 
cally into directories and subdirectories. For example, things like 
games, graphics, music, and utilities are put Into their own groups. 
Tliose aren't the only categories, as just about any kind of public 
domain and shareware programs can be found on Aminet. In fact, 
many authors contribute their latest and greatest creations, 
making Aminet the best way to distribute Amiga software on 
Internet. 

Every day, new uploads are logged in a file called RECENT, 
entire archive listings can be found in SHOR I" and LONG, and 



Table 3. Miscellaneous Amiga FTP Sites 



Host Name 


IP Address 


Subdirectory 




a.cs.uiuc.edu 


128.174.252.1 


/pub/PDC 




drycas.club.cc.cmu.edu 


128.2.232.11 


/AMIGA-SIG 




* f.ms.uky.edu 


128.163.128.6 


/pub/amiga 




iesd.auc.dk 


130 7''5.48.4 


/pub/ Amiga 




louie.udel.edu 


128.175.1.3 


/pub/ka9q 

/pub/ Amiga. incoming 




pilol.njin.net 


128.189.103.1 


/pub 




plains.nodak.edu 


134.129.111.64 


/pub/amiga 




* ftp.unl-stuttgart.de 


129.69.8.13 


/pub/systems/ amiga 




* tolsun.oulu.fi 


128.214.5.6 


/pub/amiga 




ucsd.edu 


128.54.16.1 


/pub/amiga 




rtfm.mit.edu 


7 


/pub/ Usenet 




* ftp.informatik.rwth-aachen.de 


192.35.229.9 


/pub/amiga 




stolsf.edu 


130.71.128.8 


/pub/amiga 




gatekeeper.dec.com 


16.1.0.2 


/pub/micro/amiga 




* aupair.cs.athabascau.ca 


7 


/amign 




avahi.inria.fr 


138.96.24.30 


/amiga 




emx.utexas.edu 


7 


/pub/mnt/source/comm/dnet/am 


fi'-" 


nic.switch.ch 


130.59.1.40 


/softwarc/amiga 




titania, mathematik.uni-ulm.de 


? 


/pub/soft/tools/amiga 




umnstat.-stat.umn.edu 


128.101.51.1 


/pub/xlispstal/amiga 




zaphod .n.sca .uiuc.edu 


141.142.20.50 


/HDF/contrib/amiga 




* grind.isca.uiowa.edu 


7 


/amiga 




csvax.caltech.edii 


131.215.131.131 


/pub 




princeton.edu 


128.112.128.1 


/pub/Graphics 




topaz.rutgers.edu 


7 


/pub/infocom 




math.uh.edu 


7 


/pub/Amiga 




hacks.nada.kth.se 


't 


/pub/hacks/ Amiga 
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TREE shows the Amitict directory structure. If you have iin e-mail 
tiddruss, you can even subscribe to mailing lists of new uploads 
and Aminct discussions. The discussion mailing list is like 
USENET in that you can participate by posting to it. To quicken 
download time, all files on Aminet are compressed and most have 
small readme files overviewing them. In-depth information tiles 
about Aminet are available too. 

Incidentally, the entire Aminet archi\'e up to September 1993 
is available on CD-IiOM from Walnut Creek CDROM, a great 
Aminct supporter, it's an incredible bargain if your Amiga has a 
CD-ROM dri\-e. 

Besides Aminet, the other major Amiga FVP supporter is 
FUNET, the Finnish University Network in Finland. FUNET 
(ftp.funet.fi or 128.214.6.100) provides a huge lfiCI3 archive with 
about a gigabyte of Amiga files in the "/pub/amiga" directory. 
Although it is comparable in size and carries much the same 
things as Aminet, there are plenty of unique files. Moreover, this 
Amiga archi\-e's organization and upload mailing list are similar 
lo Aminet. 

Finally, there are many smaller Amiga FTP sites aroimd 
Internet. Rather than going on for pages explaining all the ones I 
know of, I condensed them into Table 3. Most ha\e fairly limited 
selections, but the larger ones of the group are marked with 
asterisks. For example, grind.isca.uiowa.edu contains the entire 
Fred Fish collection, whereas Aminet and FUNET only ha\'e the 
past few hundred disks. Every site was tested and the listing 
should be correct, but that may change by the time you read this. 

How to Gain Access 

Tliere are se\'eral ways to gain access to Internet. As 
mentioned earlier, most colleges and uni\'erssties as well as main' 
businesses hare computer systems connected to it, If voii belong 
to one of these, you may be able to get an account and Internet 
privileges by asking the system administrator. Students often 
receive accounts automatically. 

The above method usuallv means that vou are directly on 
Internet — on a computer with an IF address. This type of direct. 



dedicated Internet connection is also available ftir your computer 
at home through service providers such as UUNET and PSI, but it 
can bo expensive. Getting access through a commercial network is 
much cheaper. Listed in Table 4, BIX, DELPHI, and Portal ail offer 
basic Internet access through utilities including 1-TP and Telnet. 
With these types of connections you aren't technically on Internet, 
but that prc>bably won't matter niueh. Besides, you do get an e- 
mail address from which you can communicate with anyone on 
Internet. 

Where to Learn More 

That concludes our look at Amiga support on Internet. As 
we ha\'e seen, this support is quite strong indeed, thanks to the 
efforts of the Amiga community. Internet really is an excellent 
resource for Amiga users, and I encourage everyone to take 
advantage of it. 

Since this article focused on the Amiga, I had lo avoid many 
non-Amiga-related subjects to keep it a reasonable length. But if 
you would like to learn more about Internet, you could refer to Tlie 
liilcnict CMipttiiioti or Tlic ]\'!mlc Inli'nicl User's Cuiiic & Cntnhg. 
Listed in Table 5, both books provide exhaustive information, 
although some consider the latter to be the "Internet Bible." 
There's also Tlw Big Diiiiimy'a Cuidc In tlic liitfriict. Don't let the 
name fool you. Rather than insulting your intelligence, this huge 
AmigaGuide hypertext document does a great job explaining 
Internet. Many other references are available as well. 
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Please Write to: 

Hertning Valilenkomp 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, MA 02722-2140 



Table 4, Access Providers 


BIX 


PSI 


— 


1180 Sunrise Valley Drive, 


1-800-696-4775 (voice 


Suite 1100 


12pm- 11pm Mon-Ffi, EST) 


Reston, VA 22091 


1-617-491-6642 (fax) 


1-703-620-6651 (voice) 


1-800-695-4882 (modem) 


1 -703-629-4586 (fax) 


DELPHI 


UUNET 




31 10 Fairview Park Drive, 
Suite 570 


1-800-695-4002 (modem) 


1-600-695-4005 (voice) 


Falls Church, VA 22042 




1-703-204-8000 (voice) 


Portal 




1-408-973-9111 (voice 9am- 


5pm Mon-Fri, PSD 




1-408-725-0561 (modem 




300-2400 baud) 




1-408-973-8091 (modem 




9600-14400 baud) 





Table 5, References 



The Big Dummy's Guide to the Inlernet 

Eiectronic Frontier Foundation 1993 

Aminet: /pub/aminef/texl/clocs/BDAmiGuide21net.lha 

The Internet Companion 

by Tracy LaQuey with Jeanne C. Ryer 

Addison-Wesley Publishing Company 1992 

ISBN: 0-201-62224-6 

The Whole Internet User's Guide & Catalog 

by Ed Krol 

O'Reilly & Associates, Inc. 1993 

ISBN: 1-56592-025-2 

Walnut Creek CDROM 
1547 Polos Verdes Mall 
Walnut Creek, CA 94596 
1-800-786-9907 (voice) 
1-510-674-0783 (voice) 
1-510-674-0821 (fox) 
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Desktop Publishing 
& Forms 



bi/ Dan Weiss 



How many times have you been handed a piece of paper or a little 
card to fill out? How many times have those same forms offered you 
plenty of space for your name, but no space for your address or phone 
number? Or maybe there were three choices, but only two places to 
check off? Or perhaps the form was fine, but it had been photocopied 
so many times that it was unreadable? Forms are a day-to-day neces- 
sity of modern life. Yet all too often they are impossible to fill out, or 
just plain don't make sense. Well designed forms are hard to find, and 
a gold mine opportunity for desktop publishers. 

In manv ways this nrticle is inspired by a regular reader of 
Aiiinziiif; Ctwipiiling, Dianiic Hannah. As a desktop publisher, 
Dianne encounters many 4if the same projects and tasks thai we all 
do. [n a recent package, she sent a stack of before and after 
examples of her u'ork. Manv of the projects she does are redesign- 
ing forms that are used in her day-to-day life. Some of these farms 
have been created years ago on a type^vriter and endlessly 
photocopied. Through each successive generation, the original has 
been turned or marked up to the point where much of the 
information lias become unreadable or just plain lost. Ikit no one 
has gone back and redesigned these forms. 



SPCCinL PORT ORDER FORM ------ 

I <tllBHTTTlHG IT. criRDS TMnT ngE hBT 
ICflMPl.TTflT riLLrO OUT CHN MOT IE 

] IM J^TUC.^: BEt URL OK&LilJHQ IT, 

nftOri* MUMIJFfl „. 



HORIZED 



IHUTHORI 
I PLri] — ' 
I RRn 



S10HR1URE -pnrfT-5prnnr-pilBT 
Ot1~Tnr~DTTTRIBDTlC»M CCNTEh. 



Ask Who, How, and Why 

Designing a proper form is an art 
form — to use an expression — in itself. The 
designer must take into account ^\■ho the form 
is for, v\'hat information the form is trying to 
capture, and why the form is being used. Is 
the information meant for ihc person who is 
filling out the form, such as a sheet to record 
test scores, or for someone else to compile, 
such as a comment card. In the first case the 
form is serving as a reminder. .As much as 
possible, space should be given for the u.ser to 
add extra notes that may enhance the 



Left, Figure 2, a less-than-satisfactory form. 
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Amazing Computing 



An easy way to create custom forms witti 
your favorite DTP program 



informcition such as "extra effort" or "half chewed by dog." In the 
case where the form is meant for someone else, then information 
about wlio is filling out tlie form is \'ery important. Space for 
name, address, and phone number is critical. Be sure not to skimp 
in these areas or )'ou may only get part of the information you 
want. 

How the form is to be used is also very important, If the form 
is meant to he filled out while sitting do\vn and concentrating, 
then it is fine to try to pack more information into a gi\-en amount 
of space, On the other hand, if the form is a sign-out sheet or a 
permission slip that needs to be filled nut quickly, it should ha\-e 
ample space and be easy to understand. People \vriting quickly or 
under less than optimal conditions, as 
when stanciing, tend to need much more 
room to write. Also keep in mind what the 
user will be writing with. Golf courses are 
very guilty of not takinj; Ihis into 
consideration. They gi\'e you a nice small 
score card and tiny pencils that are about 
as sharp as a crayon. I always feel as 
though I'm back in first grade trving to 
stay between the lines. Making this worse 
is the fact that I am trying to write against 
my hand, standing up. It is really a 
wonder that the results are readable at aU. 

Why a form Is being filled out is very 
important as well. Many forms are meant 
to serve short term needs. Sigti-up sheets, 
golf score cards, and permissions slips 
may have a lifetime of only a few days at 
most. In which case, as long as the 
information on the form is fairly legible 
it's fine. Other forms like personnel 
records must stand the test of time, as 
they will be examined repeatedly. To 
force the user to be precise, ive can use 
what is known as a "comb." 

A comb is a series of boxes in a line 
that are meant to each hold a single letter 



Order tt 



Order fl 



or number. In Figure 1 we can see the difference between using a 
line for the name and using a comb. The comb forces the user to 
separate each letter. Also, the comb allows the user of the form to 
know how many charactei'S are expected or how much space they 
have for the information. 

Design for Clarity 

Visually, the most important thing to keep in mind when 
designing or redesigning a form is clarity. A form should be very 
easy to folloiv and intuitively it should make sense. Remember, 
the form you design will likely take on a life of its own, being 



G9pr 




s^Aan-iB^i "i o 



*j,>.-iM\^-nim'}X!!vm 



Above right, Figure 1, a simple way 
to neatness. 

Right, Figure 3, the start of a well- 
designed form. 



goodfepM.tlQO 






Order * 
Date: 

Stock * 



Special Part Order Form 



/_ /_ 



Ordered By: 
Signature 



Wlien part osmes in, please call: 



Form SPOF R «v 2 Work^OrdirForms 



rfflifiiiKiiffi 




i>iai 
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mfB 



2 MB RAIVt 

ia rnhz 68EC020 Processor 

Duni speed CD ROM Drive 

11 Button Handheld Contoller 

wcth Connections far Optional Mouse, 
Joystick and Keyboard 

Video out to TV or Monitor 




Now In Stock] 

TROLLS 

DAHGLAOUS STREETS 

LOTUS TRILOCT 

CH«OS LNGINL 

Tfl 



DEGCcns 

Hi ALFRED CHICKEN 
S39 fiCACH OUT FOR COLO 
t33 WINTER SUPER SPORTS 



!" Conning Soon! 



.W 



WHALES VOrACE 
lJ:G«Cf OFSOIfASIL 



in 

5J9 RTDESeUPGOtF 

ilB JURASSIC PJIRK 

539 DESEHT STRIKE 

S39 UBEHATtON 

S39 IMS 

S39 D-6ENERAT[0N 

$33 SENSIBLE SOCCER 



, lli'^'' 



"■'^"■'m 
"S^^ 



t^ft om GALORE 

S19 

$19 

- $11 

HMOKAGESPMtFLIfiHl^ ^^ $19 nQoAjT 1Co"b ...^ 
=. ..«.._a .J— .i>.-i. SUPER SPACE 

'■*'' ltlDaBi,..j.f^olordI.Bi 

S19 



TEXTURE CITY 

TIKI rTQ<ri«iaisl ^mpihiT botk^-Buiidi 

AUDIO RESOURCE 

GRAPHICS RESOURCE 

iWi«iain^' 

COKNOISSEUfl ART COLUCTJON 



iiiauf^ HAIA and fTDivwill iwtt Digl' 
ULTIMATE MOD COLLECTIOH 

l70D<Mad '■>« Bind lop^urfli jfviere^ ti^t 

AMIKCT 



GUTENBERG PROJECT 



THIS EXCLUSIVE AMICAMAN A1200 PACKAGE IS A CREAT HOLlOAY VALUE 

i Package includes 311 Amiga 1200 comouter w/powersuppEv, mouse and 
TV adapter plu^ the^e great software titles; Pinball Dreams arcade 
pinball simtiiation. Oulck Write word processor and [>elu>(ePaEnt IIL 







Red -Black Blue -Blacky 

Black - Black LADV BUG 

BED • WHITE - eiUE 



• Ergonomic and Arrlstic Design 

• well-Stnjnured da^l cavity 
aesjgn, giving smaotti roiung 
& precise control 
« Screarr^-Iined buttons give 
more ccmforaDle clicvs 




XLDBIVE • HIGH DENSITY j 
Htgti Density ExtErnal Drive tor I 
any Amiga ' Formats 1.7EMB with' 
stanaardHD Disks • Compatible 
b for PC DISKS 
• Reaulres 
J worii Bench 
' 2.1 or above 






A1 200 SCSI/RAM* from CVP 
J-aage nulO'fiinctioral musde piwer for 
trie Amlja 1!00 !l-ffit liftH enpansion, Higli- 
sceen DWiKSi interface eisticnal FPU 

FPU 0/0 S3T9 

FPU 33/aMB S463 



A123D TURBO- FfOm CVP 

tOMHz eeEC030 powered 
icceleratlon Optional IDMIIz 
FPU up to 32MB Of 52-Bit RAM 

ao/0/0 s:!a9 

aO/4I)/4 S!iJ9 



1r 



S:^lGlMPH. 



CalorBurst^ 

Three sc^tiners in oiie' scnii rolor. true grayscale 
and monochrome lin& art. Perfect for video, 
multimedia, desktop publishing 3nd more. 
• £ &can vca&s: ^2 14^3 cowrs; 436 colors: 

64 true gra^-scaiB; monochrume itn 
< so dOOdpi iba^o an scan mode s9IKt«d) 
' caioriflt stjfrwaris ■ Qukk. acainie scantrinq 

we !FP. HAM-a. nd H ort iFf A, . . 

t Paraiiei mtertscft witn o&se Sj/J 

■ jBCA compatible ^ 

■^^ Jr. ^PtT fflCOflTTltion ■ ^/W available &r.;.C' 



WtONOCHROIVIE V 

HAND SCANNER 

witn 

• Touch-up vz. 
(ACA compatlblei HfMHS^flll 

* OCR Jr. text reader "*>■■ ^ |gpg| 





PROPiS'iJONAL PAGE 4.0 

Autcn-' ' : - "''■' "" ■ .'ciTistemOii routine cage layout arxSDT? 

t2'- * - f :reate cusKm cage iaycuts Function 

Cen^c :; us?r customizaTtcn cf DrDgram_ Ntw 

':" irregulartEjftwrap.ennancecicoisr 

separate i ni jr 1= cc Ic --rpo^al aigorithms. aulo-CiIing for output of 

PROFESSIONAL DRAW 3.0 "''"''''" 

An Gbien-orienifc cciDr grapni: CKigni arwi ifiustratjcn tool, now Has 

tJvnamic hot iirkta Pro Page 5.0, and more than SOautomiatic function 

and lool Cenle i fortast. effortless creaiion of profess lon^r qua iiry 

artwork Over 275 ACeiotcommantK allow user lo edit QrcreareCenlei, 

Text and colcffiandJing enfisnced color separation auto-tiling undo, 

redo. mttLtdfis i45Die:e clip an collection anoutilirv allowing sirjciured 

drawing djps to be converted to iFf^ blcmsps, 



both for a low 
price of... 
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PROFESSIONAL CALC II ^ 






*129 
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VIDEO DIRECTOR 

Compleie system for qua i eiiv 

erlttsof viiieo-tape ndicH; 

sofnrare. urtversai remote, and ser = 

port interta fofKB or cantjorOir 

$1 
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mmih 



ISBix Fnme Buffer ana worHjench 

Emulation Analog ItCfl oytptit. SOCxKH 

ful SilBIt 16.7 million color Oisplav 

i^oninterlaced Full Worktjencfi Emulation rtitti resoluiion sucri as lOJiix?^ 

or 1280x1024 In 16. colors or even more^ Up to 2400x1200! Paint program 

comes wiTTi fietWia.Ttie Retina c3n still tip iised to Pisoiiiv JiBir graphics 

mhile emulating Workbench. Requires the 20 or greater operating system. 

W/2MB ^A9fi Retina video Encoder 

J2? S-VHStComposite Out....Sl2fl 
W/4MB....^|9 10B4 ADAPTER $24 

Internal for the A2O00, |Ji ^|a 
3000, nm iiooo. '^%SM 

New external for 500. Iffl^?@ 
600. 1200 ^^ ® 



m Bit RMlTime video 
Digitizer ACA Support 
Digitizes Full Frame 
im/joofisecond 






Tlie Toccattj IS a full 1GBi£ aiiUio digitizer 
wlEh 5 stereo inputs digitize ai ud to 48 Hz 
in i6&it pnd 6Sii direct to narddi^k PinvMU 
from HardDisk t,p to 16 channel? in I681: M 
"nmesOverstamping.ie sampling rates, 
Freq Response 10 H2 to 20 Ki 
Simiiitaneou^ Record* 
Piavbsc^ frcm KarflDrr;! 



mpiing rates, 




jiMMMEItAUFno 




RequiiresArtDEBsrtmenl-Prolej^ional 
or WoroJiPlus & ARexx -Am/gaDos 7 &1 or higtier. 
M-jit:pver for AOPro 15 a comnosilinQ/iaveflig 
iHierfacefor video nrofess-ongis i artist? us^fig 
A«.DC s ADPro program as a composicng en^me. 
rm proves ADPro s i;np:e5Slve array ol com- 
oasit-ng funatons, Cornrol tip to lOOUyer^. 



ITH 



SPARES 

Standard partide and Ceal world 

Kinematic animation System far 

ugtitW3ve3D3 



n29 
^99 



FINAL 
COPY II 



^'■^fi'y MONTAGE PROWRITE 3.3 BARS & PIPES PRO 2.0 



For high Quality 

ptint-outsof personal -'^ 

anJ business 

documents. Combiner traditional word 

processing features with state- of -tfie-art 

printing technology, includes 34 OLitiine 

t\'peface5 a 1.4 mtilionwcrd speller a 

^^— ^^ lUMKSyrioivmtnessuf^s 

T ^^ ^S With! definitions, graphics 

W ^B juppon a more. 



TV PAINT 2.0 




5419 




MSNTACE 34 far AGA ATiga AM Jl<« 
and 2'1'lilt Cards' *248 

gitugNcBRILLIANCE 

P"' *139 

A powerful ar.P intuttive paint package 
Features well taifl out user ln:erfKe 
ememeiy fast, multiple picture 1 anim- 
ation buffers multiple jndo/feoo; itiuch 
more, Supports 3!i graphic mooes 2^-hit 
256 ccior, and a bit hah. imo ram min, 
more recommended. Supports 'uraphic 
modes of the A1200 arc Aaooo. 



iWfdorocessoi'rjs 

pnn: :r.?w€^, 
automat.cte>;;F:o^'.' 
around cracMcs 
venicjl rubers 
password prcteacf 
picnire naming and 
searching, more. Also 
naSHOCllrtMSUPDOrt 
MJ '^u csn interchange vour 
CKuments with other 
appljcatlons for integrated 
word orocessing and DTP, 
Am'g3OOS2 0ccmpat,aie 




ONE S 
MUSIC 
SHOP 



Get PageStream 2.2 now, and 

receive version 3.0 free when 

it'sreieasedlPageStreBmis 

Amiga World's Experts' Ctiolce 

and Amazing Amiga's Users' 

Cliolce. PageStream 3.0 can 

even load ProPage documents 

and Its ACA compatible! 

£jj\jJJ-j'^ ART EXPRESSION 

Create bitmap 'Viif^;'i:,„ 
and outline 

fonts for all your r.^ 

programs! — -»T,j 



convert and 
editi 
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^1fflS 



!.co.^e. siend : D^^e::; t:si£n;f or a c ■ 

and line sr^ies.cro-Jcs^'Unjrcuijt, ■ 

locks/UrJorts, flips and angios obieas. j 

Rotates objects. SupoortAcioKe"JVos i ' 

O'Librnefcrts | 



^Circle 101 on Headw Service card. 



Pape iievli.- .UnfonTiatlDD • Service Tips 

Ramati and fasii and nnicti man! 




^ , MSI ^^fti 



^^'fe^^aMl 



9-9'- 



Orders Only USA & Canada ,o+«c«n 
^ MAA JLm«« ahmm 12to5on 
1-800-258-0533 Sunday 



W/S2 Bit RAM Board up to 12B MB RAM, Math Chill Option, 

Includes tealtlffle Clock 
50 MHz 68030 w/MMU 40 MHz 68EC030 

50/0/0 $S79 o-<' 40/0/0 $299 

50/50/0$Bia ""'"40/33/0 



SCALA MM 210 

' "" media s^stan. 
itawfeo. WBh 

CDTVSSJIKf 0*B 

sasmBthS 
pro'esma! trisi- 



I'M 



"MOSIC-X 2.0 GEARWORKS 



llluSlC■x2.0^>nal]t^ef^'atu;E5 
cF rhO' original versicn t,-zn :he 

::^-i:m--:: rerrtove t}>5 ^RC? 
r:L=: i *""g^r ousbes tftst rra\ 

;e-3j^n;s ^n improved 

r module. Pnnt 




Gear V^osW is Hie most uniquE ptiz2[e 

gj!ii6 \Ci nil tde rnarket in yeai^ In Gear 

Works'", ycu wii connect various gears 

togetfier m order 'lotranstorm Tweirt 

WofWers of ihe Andent and Modern 

Worid Into Urns prices. You build tfie inner 

mechanjsmg by linicijjg togerhei gfSJS 

while j'acing againsl time and Irgfiimci 

friction. Watch out lor itie Pollins tvjo 

grenilin-lihe crealures. thai >,viFI f ri^Uale 

your progress 




MBX 1200Z 



MATH CHIP 12-BiT WIDE RAM Ana REAL TIME 
CLOCK FOR THE NEW AMIGA 1200 
FPU. 32-Eit Msmorv.w/Clock. Calendar & Bat. for tne 1200 
14MHZ 68881 25MHZ 68882 SOMHZ 68882 
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"^^J MicroBotics. Inc 

FASTEST MODEM 0!M THE AMIGA 

Uvo mode!!: Amiga internii ano ss2i2 WErrui wcMriEtal ase ana power. 
.ntemal lilodem 19 works in A20(K. AJCCO and mm. press ussr from 
aepemience on tiiE nativ; Amis serial port 
Exiernal Miriem 19 worts wttli any serial pon comoarer. 




FOR OUR VIDEO TOASTER 
I WORKSTATION CATALOG 




D/\X/S,i=l_Y 

far 

A1200 

EXTERNAL 
IDE CASE f^^^r^ 

IDE 3.5 HMD OI^JVE ^|P]P 

Include? Ail Cables ana Connections 



^Jmi.:\5i.^ 



Single Bay open or closed Front 
Upright Ceseforsingl{J,5HD 
Dual Bav for 2 half height HD's 



sgg 

S|M 

^149 



Four Bav open front mot shomi '259 



CALIGARI BROADCAST 



Up ro SOOO X flOOO pixel resolution. 

Oirea support for single frame 

controJiers. 3D StuDIo and wavefront 

file comp3Eit)ie. AnimatsiOle. 

Deformations, iff 24 outout, and 

* mijCti more, 



CALIGARI 24 

Modeler Tenderer and animator 

employing virtual realir/ technology. Full 

object editing (unctions including point 

edit, real-time feedback using a virtual 

realitv interface fast rendering of 

pnotoreaiistic Images UGA, IFF support 

for tcKtures ano output. 
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Video 
Procissor 

Pi u§ this card Into the Main Board and 
add a v/ealth of additional features: a 
Man Iramegrabber genlocker 
custoniizaDle Digital video BBBB 
iffe-:ts and mucn more, ^9W9 



mtm BOARD 



^2a Bit Graphic card 

K:::u:.ii.iii>., ..Jl 

Video Suite |§)9i 

wJeo/audsDmnrq 'I'.ninj'ia 
traniCMngo;. ". .-.-;;" ::-r^::; 



Fast S&l'2 DMA 
MfiUffGA 



Up to 256m RA^ 





MULTI-SCAN 15-40 KHZ 
102a X 763 Res. 
IDEAL FOR VIDEO! 

CiqDDQ. 



2-1 "-$1545 




AMIGA T-SHIRTS 



ALL SHIRTS ARE 50"!. 
COTTON. 50"» POLYESTEH 



AMIGA 
POLO SHIRT 

White Spobts Shut 

FOR CASUAL ilVElR 

Bouncing Gall and 
Shark Logo, Sizis: 
M. XL ^g 




«5 

IIEDOt 

AMIGA °" 
MOUSE MAT 






AMIGA 
JACKET tEA 

AMERICAN M*DE. *9B 

HEAVYWEIGHt NYLON. 

Best Oufluiv Lined 
Winter Sports jacket, 
a1i.ow up to 3 iaeek3. 
Sizes s.w.l.xl 
XXL Avail S7 ektpa. 

EMBROIDCR NAME S5 EXTRA 

AMIGA MUGS 

2 GREAT MUGS a_ 

TO CHOOSE FROM' 'B 

• I LOVE My AWIG* 

• YOy'vE COWE A L0S5 WAT EAST 




White T-Shirts 

Ll-aHTWEIGHT 

i LOVE Mr AwiGA 
ON FRONT 
SIZES: M,XL 



Black 
T-Shihts 

HEAVTrt£i.jrt: 

Design ON A^d 

FflONT IT 

Ar^lGA LOGO 
ON BACK 

Sizes: ».xl 



REDT-ShikTS I 
flEAVTViEIGHT 

Design oh 

FRONT 

Amiga looo 

OH BACK 
SIZES: K.XL 




A320 AIRBUS 
AUENS 3 
ALIEN BREED 2 
AUENBREED2AGft 
AIRBUCK5 
ALFRED CHICKEN 
ARABIAN r<IGHTS 
ASHES Of TME EMPIRE 
A-TRAIN IVCONST SET 
B-l 7 FLTiw Fortress 
EATTIIISLE'93 
BEAST L(»D 
BIRDS OF PREY 
BLADE OF DESnW 
BLOB 

eoasBAOOAr 

BOOYBLOWS 

BOOYBLOWS GALJ^CTK 

BOOYBLOWS GALACTIC AGA 

CARDIAXXS 

CfiAOSEtiGINE 

CIVIUZATION 

COMBAT AIR PATROL 

DARK SEED 

0££PCOf)£ 

DESERT STRIKE 

DIGGERS AGA 

DOG FIGHT 

DUNE 2 

FALCON 

FALCON tt-MSSON 142 

FlTCHALtENGE 

FIGHTER OUa PRO 

FLASHBACK 

FRONTIER & LITE 2 

GLOBAL GLADIATORS 

GOAL (SOCCEBJ 

GUNSHIP 20(30 

HAISIER ASSAULT 

HIRED GUNS 

HISTORY LINE(19)i.|9l8) 

ISHAR2 
IISHAR2AGA 

JAMES POND 2 

KUDSRULEOK! 

LEGEND OF KYRANDIA 
, LEMMINGS 

LEMMINGS 2 

LORDS OF TIME 

LORDS OF POWER 

THE LOST VIKINGS 

MEAN ARENAS 

MEGA FORTRESS 



$38 MICRO MACHINES 

SM MORPHAGA 

%U NASCAR CHALLENGE 

$U NtGELMANSa 

S37 NiFTON SAFES INC. 

NICKY Z 

S33 NODDYS BIG ADVENTURE 

S31 OSCAR AGA 

S2i OVERDSIVE 

SU OVERKILL 

S40 OUT OF THIS WORLD 

SJ9 thepatriqan 

$26 PINBALL DREAMS 

S37 PINBALL FANTASIES 

533 PROJEaX 

534 QWAK 

S34 RAILROAD TYCOON 

S34 REACH FOR THE SKJES 

S3r RULES OF ENGAQEliENT 2 

SI 6 SECRET OF MONKEY ISUNO 2 

S34 SENSIBLE SOCCER 

S44 SIMANT 

S3 1 SLEEPWALKER 

S47 SOCCER KID 

533 SPACE HULK 

534 SPACE LEGENDS 
544 SUPERFROG 
S44 STHiPP0KER3 

536 SIHF POKER 3 DATA 
519 SYNDICATE 
SI 9 THEATRE Of DEATH 

519 TOM LANDRY STRATEGY FOOTBALL S31 

537 TRIPLE ACnON»2 S2I 

536 TRIPLE HCKM 13 $21 

537 TSIPL£ AaiON »4 S21 

539 TRIPLE ACTiOM «5 $21 
$37 TOO HOT TO HANtJl£ $25 
S42 TRODOLERS S39 
544 TROLLS $34 

540 URfQUM2 $34 
544 WALKER $28 
$38 WARINTHEGULF $31 

537 WHALES VOYAGE $38 
S31 WHERE IS CARMEN SANDIEGO-TIME $31 

520 WHERE IS CARMEN SANDIEGO-USA $31 

538 WHERE ISCARMEN5ANDIEGakV0«US15 
529 WHEN TWO WORLDS V(AR $44 
537 WONDER DOG $34 
$19 WOOOYS WORLD $39 
$44 WORLDS OF LEGEW $32 
536 WORLD CIRCUrr GRAND PRIX $37 
534 YOJOE $33 
S 44 ZOa $34 



MAILING ADDRESS: COMPUTER BASICS. INC. 

1490 N. Hermitage Rd., Hermitage, PA 16148 
FAX: 1-412-962-027 9 

NO additional chatge for FeilEi" fcxp^'^.j 

For what others cnarge for UPS Ground we deliver in ; days or less. 
SHIPPING - NORMALLY WITHIN 1 BUSINESS DAY! 



UPS CeOUHD 01 2 m SHIPPING Sir FedEs 

SO TO S99 7% MInilllUIII S5 

$99 TO S199 S% Mlnimuiti S7 

5200 TO S499 4% MinlinBn $10 

SSOO TO S799 S% MUnni 520 

5900 2J% Wnlninn SM 

FeaF« Overnlgnt aca S6 to aDove 
PB HI. AKnddtlDtoabovc 
APO. FPO 1 CANADA are Shipped Dv Mail 
adOSS to above 



irternatianal Orders incE APO. FPO.I 
Sena ccDvor F»> flt ffcnt i Ijack of 
cnarge card w/iignature. Caii or FAX fof 
snipping quote 

CODcrdersOK AcdSS Prices ii;Cieet to 
cnano&wjinc;,t notice fleturRS accect- 
edfor lOdavs arter date of Durfnase 
Call Custoiner Service (or RA» fiefcre 
returning Defectives replaced viilh same 
item 15^ fteitocking fee lor items 
returned ana rat eicnangea for same. 
Custcaier responsible for return sniiWH. 



*For orders unafrtJEs jnrrec:-:- 
printjrsana oitm^ nssfi itens -i 
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scircle 101 on Reader Servieecard. 



copied and recopied. It will olso moru than likuly be used for years 
to come, so make it clear. A good rule of thumb is to use only sans- 
serif fonts like Helvetica and Lucida-Sans. These fonts have clean, 
distinct characters that are easy to read even after hn\ ing been 
photocopied or faxed to death. If at all possible, use fonts above 10 
points in size. This may take up some precious space, bLit it will 
make the form much easier to read by \ isually impaired renders 
and preserve readability in the long term. 

Margins are another important issue. Photocopiers ha\'e 
become the printing press of modern offices. Each time something 
is copied, it is rotated slightly one way or another. This has a way 
of ivhittling the edges off of the page. If your form goes to the 
edges of the page, important information will get lost. As hard as 
it may be, keep a one-inch margin on all four sides of the page, not 
on just the right and left. 

Horizontal or vertical lines rules can be a powerful tool for 
di\'iding up a form, but should be used sparingly. Too often they 
can distract from the layout or perhaps be mistaken for entry lines 
in the form. Boxes around key areas can also be a problem. Any 
form should ha\'e an oh\'ious way to progress through it. Usually 
this would be left to right, top to bottom. With too many boxes this 
order can be destroyed. Placing a long box from the top of the 
form to the bottom on the right side can be very confusing. Is that 
box filled out first, last, or perhaps not at all? Unless there is a 
distinct need to separate a chunk of information on a form, a\'oid 
boxes. 

Another popular tool in form design is the use of a "screen," 
a light colored background for certain areas of the form. Visually 
this can break up the monotony of the form while not making the 
sharp divisions a line or box will. If you are designing a form to be 
imagcset and professionally printed, then screens can be \vonder- 
ful. Unfortunately, many forms are "printed" by being photocop- 
ied. Screens generally do not photocopy well at all; instead, tliey 
end up as blotchv patches of grav that abscurc the text. While your 
forms mav look a little more boring without screens, avoid them if 
they will be photocopied. 

The last lip for clarity is to use the tools of desktop publishing 
at your disposal. Many forms started out on the typewriter. Since 
onlv one font at one size was available, tricks like using all caps for 
titles or spacing out text were used. But now you have the abilit)' 
to use larger fonts and bold fonts, and to manipulate lino and 
character spacing. Do not use all uppercase letters. Use a larger 
font or perhaps a bold font to draw attention to different sections. 

Use dingbats to enhance your forms. Zaph Dingbats have 
check boxes, telephone symbols, scissor cut markers, and more 
that can li\'en up a form and provide important visual cues. Most 
people filling out a form view it as a kind of test. By using 
dingbats vou can humanize the form and make it a little more 
obvious as to u'hat is to be done. 

Put It into Action 

Let's stop a minute and put some of these points into action. 
Figure 2 is an example of a t\'picallv bad form. Originally designed 
in a text editor, it uses a single font throughout, runs close to the 
margins and give limited space for important information. Figure 
3 shows the redesigned form. Notice that on the lines where the 
user has to handivrite information, the interiine spacing is much 
larger. Keep in mind that most people cannot fit their handwriting 
into the same space a 12-point font will fit. Look at notebook paper 
to get a feeling for what a good line spacing would be. Using the 
comb for the order ntunber, date, and stock number improves the 
legibility of those important pieces of inl'ormation. Old and 



irrelevant information such as the SKU number, description, and 
instructions have all been removed. Because of the small size of 
this form (3" x 3 ') the margin needed to be less than one inch. 

An enhancement that we have not discussed is also present 
on the redesigned form, the re^'ision information. U tells you i\-hat 
form this is, when it was created, what version it is, and most 
importantly where il can be found. In this case the form SPOF is 
version 2 of the form, and kept in VVork:Orderl-orms. Using this 
information allo\vs users to know they are using the most up-to- 
date version of the form and reminds you where the computer 
original is long after you may have forgotten. 

No Form Is Sacred 

When redesigning a form of any sort, keep in mind that no 
form is sacred. Unless you are dealing with a form that is passed 
to another organization, like a grant application, you should 
always feel free to completely update it. Too many people are 
caught up in the "custom" syndrome. To often we get caught in a 
cycle of repeating the mistakes of those that came before us. When 
redesigning a form start out by filling the form out yourself. Did 
vou run out of space anywhere? Did vou know what information 
was needed in each part? Don't blindly cop\' part of a form if you 
do not understand it. Perhaps that part of the form is no longer 
used, and should not be included in the new version. Did the 
order of the form confLise vou? Was any of the information 
duplicated? Could anv of the information be grouped or organized 
more efficiently? Be sure to view the form with a critical eye, not 
just an artistic one. 

Establish a Jury of Peers 

Finally, after designing or redesigning a form, fill it out. Was 
it easy? Did it flow naturally? Did you do it right? If you didn't fill 
it our right, was the form confusing? After you have filled out the 
form, give copies to someone a generation older and a generation 
vounger tiian yourself. Also gi\-e a copy to a person that will use 
the form or has used the previous version of the form. Can all of 
theses testers fill out and understand the form? It is easv to read? 
Does it make sense to someone who has never used it before. 

Now put it to the photocop^■ test. Have fi\x> people copy the 
form fi\e times then exchange copies and copy the copies. 
Crumple up a few of the copies before coping them again. After 
playing mix and match for a while, look at the results- Is every- 
thing still on the page? Is the t\'pe still readable? 

Go With It 

If your form has made it this far, then you probably have a 
winner. No form is perfect, nor can it stay relevant fore\'er. As 
needs change, the forms w'M need to be updated and replaced. 
While every one is looking towards the paperless office, u'c are 
filling out more forms than e\er. This is a great area for desktop 
publishers and one where a well thought-out effort really shines. 
Until next month, keep in touch. 1 can be reached \ia internet at 
damv@slpc.coni. 

•AC* 



Please Write to: 

Dan Weiss 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, MA 02722-2140 
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World of Commodore 
Cologne 



Novembers-?, 1993 



b\f Ben Vosf 



Take a standard U.K. show, say in Wembley, multiply it by 
four and you will have some sense of how big the WOC in 
Cologne really was. With over 150 companies represented, 
and with over 50,000 visitors on the Saturday, this, to para- 
phrase a certain Middle Eastern dictator, is the mother of all 
shows! 



For me, the nicest thing at the Cermati shows is the fact tliat 
people are there to show their wares, not just to sell them. At most 
English shoxvs you have a couple of serious software stands, and 
then 25 or so stands all selling; the same game-of-tlie-month. In 
Cologne, companies like Macro Systems, Village Tronic, Bnpra. 
ProDAD and others liad several machines running demonstrations 
of the companies' latest product. One chap from Ad\'onced 
Systems and Software, maker.s of the Fast l.ane Zorro [II SCSI 2 
controller, lost his voice by the end of Saturday, and with 
averaging nearly 350 people visiting each company on the 
Saturday alone, it's not surprising. 

Along ivith all the mayhem in the main hall, there were 
seminars running throughout the shotv in rooms to the side of the 
hall about C programming, svsiem-legal programming, viruses, 
data compression and encryption and the topic of the day — 
I'hotoCD for .Amiga. 



Commodore 

Commodore didn't launch the 
A4000T at this shov\', as some people had 
expected, but Commodore did have the 
nev\' FMV module for the CD32 on shou' 
along with about 60 demonstrator CD32s, 
about the same amount of AI200s, and 
several high-end machines showing such 
things as the Digital Broadcaster from 
Digital Micronics, or the SEK'D sampling 
system. Several of the machines were 
linked together to shou- the potential for 
nel^vorking. 

Macro Systems 

-Macro Systeins, who are probably 
the best-known German .Amiga company, 
ha\'e a liost of new products including; 



Toccata: an internal 16-bit sampler with CD sampling rates, 
direct to disk sampling and playback, and many other features. 
This card u'orks with AlSOOs, A2000s, A3000s, and A4000s. 

VCodo; a I'Al, encoder to composite and Y/C for video users 
to convert the Amiga's niirnial RGB signal lo one that can .sent 
directly to a video recorder. There is an internal and external 
version for use with any Amiga. 

VLab Motion: An updated \ersion of MS' critically acclaimed 
VLab which now includes Motion JI'EC compression and 
decompression for full-screen video playback of digitized images. 

Ketina BLT Z3: A nevv version of MS' high-resolution 
graphics card this, time only for Zorro HI users (A3000/ A4000) 
with blitter, up to 4MB RAM, and now with optional built-in 
VCode module. 
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MnustTo Pro: This isn't a new prtxluct btit has boon around 
for about a year, although not in the U.K. Biisically it is A 16-bit 
Digital I/O card, which means it is designed for connection to 
digital audio media like CD and DAT Players with digital outputs. 
Maestro takes the digital signal and allows you to play with it, 
then send it back out as digital data. This means that there is no 
loss of quality, because the board is no; sampling, but merely 
importing the digital data and then exporting it. This board is 
designed for use in digital mixing studios and can be used in any 
Amiga u'ith slots. 

KRP-Koruk 

KRP-Koruk are the European distributors for DynaCADD, an 
excellent piece of CAD softAvare available for the Amiga, PC, Unix, 
Mac and Atari's ST. They have reduced the retail price for the 
Amiga version of DynaCADD to 598 DM, which works out to 
about S399 retail in the U.S. 

Village Tronic 

Village Tronic were demonstrating the latest versions of the 
softivare for tlicir RTC board — Picasso 1!. They had animation 
softivare called Main Actor showing FLl animations from the hard 
drive or RAM in 256 colors at 64(1 x 480. I might add, the anima- 
tions were running faster on an Amiga 4000/030 than I had ever 
seen them run on a 486. As 1 pre\'iously mentioned, the software 
plays FLIs and also ANIM5, AN1M7, AN1M8 and a Picasso own- 
brand animation format. It saves out as AN1M5, AN1M7, AN1M8 
and Picasso; soon it will support GIF animations for loading and 
saving, as well as sa\'ing FLIs. 

Thev also had a piece of fax softivare for any fax-capable 
nnodem called TrapFax. This takes full advantage of Picasso's high 
resolution Workbench to allow you to decode a full page fax in 
one go. The softivare takes a modular approach to save valuable 
memory. 

To finish off their list of new products, they had Ariadne and 
Liana, two networking products. Ariadne is an ethemet card and 
Liana is a \'ery cheap peer-to-peer network solution. Both are 
SANA-II compliant, the big C's networking standard. 

Nicola Cclcy vvas also on their stand. He was ably demon- 
strating — he wrote the program — TVPaiiit for Picasso, picking out 
people from his audience and framegrabbing them onto the 
TVPaint screen, whereupon he was messing with their heads, 
literally! 

ProDAD 

Amiga Magnziii and Aaii^a Plim really like ProDAD. Tliey both 
awarded dariSSA, ProDAD's animation software. Product of the 
Year. Note that that isn't Software Product of the Year, which was 
won b\' Real 3D v2, hut pwdiicl of the year. 

clariSSA is a piece of software based around the animation 
engine in Adorage, software for producing DVEs. Basically it takes 
single frames or ANIM5 sequences and con\erls them to its o\vn 
formal called SSA. SSA has two major ad\'antages over AN1M5 
and one major disadvantage. The advantages are plavback that's 
up to 100% faster than ANIM5 and the abilitv to change palette on 
each frame. The disad\'antage is, you guessed it, the fact that not 
much software supports SSA as yet. However, elariSSA comes 
I with a standalone SSA player, so it should be possible to integrate 
SSA into most software that accepts external commands. 
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They vvltc also showing a new version of clnriSSA, the pro 
version Ihal includes such truly professitwial tools as the ability to 
key to any color in the animation, a pseudo alpha channel, fades, 
wipes and effects within animations, and most astonishing of all, 
up to 80''i. faster playback speed than the standard ciariSSA! To 
give you some idea of just how good everyone thinks clariSSA Pro 
is: Amiga Magii^iii gave it 11.5 out of 12. Tlie highest mark I have 
ever soon previously in Amiga Miigiizin was 11.2! 

AcHva International 

Fairly ob\ii)Lisly, Activa were doing eye-popping demos with 
Real 3D v2, or R3D2, as I prefer to call it. But they also had a new 
product, by a Dutch companj', called MeilinPoiitt. MediaPoint is 
billed as a Sark MM beater, and it certainly looks impressi\'e on 
screen. With its abilities to control various external devices like 
CDTV, Canon Ion, \'arious VCIts and LaserDisc players and IV24 
among others, CDXL playback and Serial and Parallel branching 
of scripts with active tabeSling, and the ability to view just one 
section of n complex script at one time, maybe they are not being 



IFD are also going to be responsible for Ri'flcclions 3 — 
Reflections 2 is Germany's best-selling ray tracer and should be 
familiar to anyone who is aware of the work of Tobias Richter, 
who was also present on IFD's stand. Tlie best news of all is that 
this program, which combines the technical excellence of R3D2 
vvlth the ease of use of LighfWave 3, will be available in English! 

COME Corporate Media 

PhotoCD is the big topic with COME Corporate Media 

having already gained a license from Kodak. The only other 
current offering, as far as 1 am aware, is ASIMware's ASIM CD-FS, 
which is not licensed. PhotworX is suitable for any Amiga with a 
PhotoCD-compatible CD-ROM drive. It produces a contact sheet 
in any screen mode on the Amiga, meaning it supports AGA and 
any RTG graphics boards, and takes pictures off the PCD in 
resolutions up to about 2K x 3K in size. Mind you, you do need 
about ISMB of RAM to get that kind. It saves as IFF. It has 
rudimentary color-correction facilities as well as cropping. There is 
an English version available and the cost is 19KDM {about S130). 



Along with all the mayhem in the main hall, there were seminars 
running throughout the show in rooms to the side of the hall obout C 
programming, system-legal programming, viruses, data compression 

and encryption and the topic of the day — PhotoCD for Amiga. 



over-optimistic aiming forScala's multimedia crown. 

While 1 was on their stand, Vesa Kinnunen was delighted to 
accept the awai'd for best software title of the year from Amign 
Magazin, 

Palatinum 

Daik horse t)f the show looks to be this Adobe Phoioshap 
clone for the Amiga, called Riyrc Sludio UnivfiMl. It is an image- 
processing and retouching program with built-in scanner and 
vector graphics support. The Interface, unfortunately, is not an 
intuition one, although it uses windows, menus and icons. It is 
definitely aimed at the high end of the Amiga market with no 
support for printers other than Postscript and import support for 
only 1FF24 and TIFF. But it's early days for RSU, with umpteen 
improvements promised and some already fulfilled since the 
programs release in June this vear, 

IFD 

juraiisic Pttrk 2 will be probably be produced on an y\miga if 
IFD's dinosaur tibjects are anything to go by. With o\-er 20,000 
vertices and over twenty 24-bit files in the broadcast versioti of his 
Tyrannosaurus Rex model, it sure is a beauty! IFD are working on 
other dinosaur models including the ferocious Velociraptor, and 
they all come in a starter \'ersion with a limited number of vertices 
and no textures, a professional version with more vertices and 
textures, and the previously mentioned broadcast version, which 
requires over 20MB free after you've loaded the object to render it 
in full. At the moment the object is in Iningiiw and licflcclioiis 
formats. 



Eureka 

Eureka were showing Afterburner, an accelerator card for 
A400l)/030s and A3000, 50MHz 68030, MMU and FPU for under 
lOOODM (about $675). 

They also had PhotoCD software (not licensed by Kodak, as 
yet) for SCSI CD-ROM or CD32 v^'ith an expansion on the back to 
slave it to an Amiga or any other computer for that matter. 

Well, there was tots more at the show, but even though 1 was 
there for hvo days, I still didn't get around everything! The next 
international show will bo Toronto, and it will be interesting to see 
just how it compares; 154 companies, over 80K attendance. Beat 
that, Toronto! 

P.S. If you go to only one Amiga show in your life, make it 
the WoC-Koln. It doesn't matter if you don't speak German, as 
most Germans speak very good English. But it really is the besl 
Amiga show in the world! 

•AC' 
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Organize Your Files witin 
Professional Page 



bxj Daii Weiss 



As hard drives become more common and we all face mountains of floppy 
disks, there is a growing need for a program that will catalog and print listings 
of our files. There are many good utilities for organizing your files, but printing 
is not a strong suit of any of them. What if I told you that you may already own 
a great program that is considered among the best at printing anything, and 
can help organize your files? What miracle program is this you say? Professional 
Page from Gold Disk. No, I'm serious. Using the rich suite of ARexx commands 
and the natural povv'er of ARexx, we can print file directories, graphics catalogs, 
and more. 



At the sound of the word ARexx, most people scurry for 
cover. ProPngc makes it a little less painful than usual and we will 
go over each step in detail, so don't worry. For those of you 
looking to learn a bit about ARexx, this can be a good tutorial. For 
those that already know ARexx, or don't want to know it, come 
along for the ride and pick up a neat file organizer. 

Basic Needs 

Well if you own Pro Page {?■ or 4) and ha\'e WorkBench 2.04 or 
better, then vou're set. If you have an older version of WorkBench, 
you will need ARexx as ivell (ARexx is part of the system softivare 
in later versions). All of these routines rely only on the standard 
ARexx libraries and the ProPage commands; you do not need 
special third-party add-on libraries. If vou have a book on ARexx 
programming, that might make things a little easier when you 
modify the scripts, but it is by no means required. 

ARexx and Its Capabilities 

Many Amiga users are already familiar with ARexx, hut 
many more have never even heard of it. ARexx is the name given 
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to the Aniigii vursion of REXX, a computer programming 
language. ARexx was designed to serve as a "scripting" language. 
A scripting language is a special programming language meant to 
control and communicate with other programs. In our project we 
will use ARexx to control ProPage and get it to print out file 
directory listings. ARexx is very powerful though, and can be used 
for much more complex and much simpler tasks. 

Too Many Files 

When I look at mv hard drive all ! think is where did all of 
these files come from and where did the file 1 want go? After those 
two rhetorical questions, my next question is^ What are all these 
files? I have never been vers' good at just looking at screens and 
screens of file listings; 1 prefer paper. Nonetheless, since ProPage 
has a more than acceptable screen display, you can always look at 
the results on screen and even save the file. 

The first project we need to undertake then is to create a 
listing of all the files in a directory. To do this 1 developed the 
program LISTDIR.PPI^. Let's take a look at it. 



cr = 'Oa'x 

if -show[l, Texxflupport .library'') then 

if -addlLbCrexxBupport. library", 0, -30) then 
do 

call ppm.Infonnd, "Please install the rexxBupport .library in your 
libs: directory before running this script,") 
exit 
end 

theBox - ClickOnBojtC'Select t>ie starting column"! 

thePath = GetFileHomeCSelect a directory", * ' 1 

chop ^ lASTPOSl '/',thePath) /' chop back to the / '/ 

if chop = then chop - 1 * LASTPOS( ' : ' .thePathJ /• don't chop the : "/ 

ChoBenVALisc = DELSTR(thePflth,chop) 

choiceText = "Create a listing of " I IChosenVAList M " ?" 

choice = Inform (2, choiceText, "Cancel", "OK") 

if choice = 1 then 

do 

theFirstBox = ArtPirstBoxf theBox) 

thePirstBox = SetEdit (thePirstBoxJ 

fileList = Bhowdir{ChosenVALiBt, 'FILE' ,crl 
BuccQss = InaertTsxt (fileList} 

dirLiBt r, shoKdir(ChoQenVAList, 'DIR' ,cr] 
dlrLiat = dirLlstI |cr 
euf^CeQS = I£i9eift't6X:t(dlrList) 
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The upL'ning block from the "if" to the "end" maku surv llint llif 
one standard library that is needed is available. There is no need lo 
worry about the code; just put it towards the beginninj; of your 
program before }'ou use any of the non-ProPage commands. 

The ClickOnBox command is a PrnPage command that 
allows us to select where we want the listing to go. When we start 
this script, the column that wili hold the listing needs to already he 
created and wo must be in the arrow mode (with the arrow tool 
selected). When this command is executed, a prompt in the title 
bar will tell you to "Select the istarting column." 

Next the GetFileName command (another ProPage com- 
mand) will present the user with the standard ProPage file 
selector. .All the user needs lo do is select a directory, but it doesn't 
hurt if thev select a file. 

Now that we know the path to the directory, we need to clean 
it up so that other commands can use it. To do this, we need to 
work from the right end of the te,^t that the "CctFile" command 
gives us and get rid of everything from the last "/" lo the end or 
from the ":" to the end. In the case of the ":" we need to keep the 
":" but in the case of the "/" we get rid of it. 

This is a pretty common task, so common that there arc two 
ARexx commands to help us. The first, "LASTPOS," is for finding 
the last position tif a character or string in another sting. This is 
exactly what we need. The next command, "DELSTR," will 
remove the end of a string given a position in the string to start 
from. The combination of these two cleans up our text perfectl)'. 

OK, now we have the cleaned-up ciireclorv name, but is it the 
right one? Using ProPage's Inform command, we can ask the user 
if this is what he wants. The Inform command can have one, t\vo, 
or three buttons. When there are two buttons, they are labeled OK 
and Cancel. The requester can liold anv text we \vant, so we make 
up a line of text that asks if this is the right directory. If the answer 
is Cancel, we are done. If the answer is OK, then \ve create the 
listing. 

If the user clicks OK we need a place to put the text. By using 
the box the user selected in the beginning, v\-e can find the 
beginning of the article that that box is part of. For a nice multi- 
column listing you can create a page with three columns that are 
linked. It doesn't matter when selecting which box to place the 
listing in, since ail three boxes are linked. The "ArtPirslBox" 
command takes any box in a set of linked boxes and finds the first 
in the sequence. We then use the "SetEdit" command to place the 
cursor at the start of that box. 

The "showdir" command is what makes this whole project 
possible. Giving the path to the directorv we \vant to list, deciding 
If we want the files or directories, and supplying a separator are all 
we have to do. The separator uill be placed after each file name. 
Since we are trying to make a list, we will use a carriage return for 
the separator. Since vou can't put a carriage return in quotes, we 
use a numeric definition, and gi\'e it the name "cr." The definition 
is the first lino of the program. 

After we get the list of files, we insert the text at the current 
cursor location, which we just set. We use the same process for the 
subdirectories in the directorv. Whv do the files first? Because the 
cursor doesn't move when text is inserted. If we did the 
subdirectories first, the files would be inserted at the iho beginning 
of the column before the subdirectories. Now we have a finished 
directory listing readv to print from ProPage. 

Apply desktop publishing 

Pretty dull looking, huh? For all that work, it looks likeevcrv 
other text listing of files. At the top of the program 1 said that the 



big advantage to using ProPage was the output, so lets use those 
capahilitics. 

The first: part is make the files and subdirectories look 
different, and get awa}' from the Times font. To format text 
normally, you would create a style tag. In ARexx scripts you can 
do the same thing, so we need to define a files and a subdirectories 
style tag. We could manually create these tags in the program and 
reference them, but it's easier to put them right into the script. 
At this point 1 could tel! you that I am a master of writing arcane 
ProPage sh'Ie tags, but I would be lying. To get the formal 
definitions of the tags, I created the tags inside the program then 
wrote a two-line script that dumped the tag out. The script was: 



data - GetSLyleTagEaLa("DirScyle") 
choice = Inferred, data) 
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Then 1 copied the results into the file. The only difference between 
the two tags is that the subdirectories tag uses 12-point bold t>'pe 
and the files tag uses 10-point normal t\'pe. Both use the 
{CS)Triumvirate Compugraphic font and normal spacing and 
display attributes. To actually use the tags, we need to place them 
in with the text using the "SetStyleTag" command. We place these 
right before flowing in the text. 

Taking a critical look at the listing, you might notice another 
detail that needs to be addressed. On the Amiga there arc special 
files with the last four characters of "info." These "info" files are 
very important and provide icon and execution information, but 
they are meant to be invisible files. The Workbench graphical 
interface will not display an icon for those files, as in most cases 
the files are the icons. Only in text listings will info files become 
visible. For our listings though, they simply take up space and we 
should get rid of them. To do this is simple; all we need to do is 
process the list of files in a directory before placing it in the text 
column. We do not need to process the list of subdirectories, since 
there are no "info" subdirectories. 

The code to do the processing is fairly simple using ARexx's 
ability to parse a string. We look at each file name and check to see 
if it contains ".info". If it does not, then we add it to final list of 
files; otherwise we continue. We need lo change the separator 
from a carriage return to n "/" ( a character that cannot appear in a 
file name) so that the code will know u'here each file name ends. 
The code to do all this is: 



do forever 

PMtSE VAR Uleliat file ■/' filelist 
if file == " TKEN LEAVE 
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Data isn t lusi te«t end numbers anymore 

TlTe Amiga compuLer ooened up the 'Atrld of 
graphics and Bcund SQase Iformefty known 
as Superbasel helps you keep track af jiDuf pic- 
pjres. scund files and arims so you can readily 
reirieue them o" harness them for creative 
applicadons 

With use □! graphic files ■ you can create a 
daiabasE u( inventory not just by oat number 
but by a graphic image as well. 

Sound samples can be acWed w impart special 
directions or simply to help you tie in pictures 
and sQunds used on a pmject. 

SBsse's full relational cspatjilitiBS and intuitwe 
interface makes it one of the most powerful 
database's on any platform Capacities of 
database files and tncJe^es ere limited only by 
disk storage arid your creativity- 

Version 1 3 of SBase adds compatibility with 
AmigaDOS 3 and the new AGA chip set, use 

of Anim files. EPS clip art and connpjgraphic 
re-scalablfi forts The new Re index feature 
getn ycu out of jams fast. 

5ii;in'1iJi'rf' IS Fi trncnnvirk ul Sottwart PutilisJiing Qin> 

Stin^n i-i n t-udetntrt «l Dmi Iik 

AjTifluDOS jg ii ti"f«)(^'tvifii -at Cnmmooore-Arn^ 




SBase PRrsonal 4 includes a buill-m text edi- 
tor, ma 1 merge , label pnntFng. and form 
deSiigiia^ 

SBase Profession^ 4 irductes ali of the fea 
mres of :Jie Pis^onal version plus adds sup 
port for ARbki and the Database r^lanagemert 
Language [DMU br creation of custom appli 
cations 

SBase 4 developer s extension is a one time 
kcense tliat provides the ability for applications 
develnpei with DML la run b> themsetves 
WiithauL requiring the user to js:e the full bluwn 
SBass RTjfesstonal 4. 

SBase Personal 4 ^ List 5149.95 
SBasE Professional 4 - List SS99.9S 
SBasE 4 Developers Eitteasioii £399.95 

LfpgradSa and Updates from eerlrer versions of 
Superbase Personal and Professiona! are avail- 
able from Dxxi - cell or FAX for information 
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PO Bds 9D309 
Long Beach 
CA 90B09 
13101 427-1227 
inc. FAX [3101 427-0971 



Lf -addlibC'reKxHupport. library'-, 0, -30) then 
do 

call ppni_liiCona(l,'' Please inacall the raxxBupport. library in your 
libs: directory before miming this Genie."; 
exit 
end 

thePath = GetFileHaine( "Select a directory", ' ' ) 

chop = LASTPOS{ ■/' .thePathI /• chop hack to the / •/ 

i£ chop = then chop -It LASTPGSI ' : ', thePath) /• don't chop the : */ 

ChosenVAList = DELETRlthePath,chop) 

chaiceText = "Create a listing of "I I CbosenVALiat I I" ?" 

choice - In£onn(2, ChaiceText, "Cancel", "OK") 

if choice - I then 

do 

thePage = CreatePage ( 1 , 1 , 1 

psize = GetPageSiie{thePage) 

xsize = wordlpsize, 1) 

ysize = wordlpslze, 2> 

width > (XEize-2.5)/} 

height = ysize-S 

boxl = createbox( 1,1, width, height, 0) 

bQx2 = createbox{1.2S + width, 1, width, height, 0) 

box3 = createboxll.S * (2 • width 1. 1. width, height, 0) 

overflow = linhbox(boxl,box2) 

overflow = Iin)cbox(box2,box3) 



theFiratBox = SetEdlt (boxl) 

fileList = Bhowdir^ChosenVALiet. 'FILE', '/' ) 

call SetStyleTagt"FileStyle"> 

finalList = "- Files -" 

do forever 

PARSE VAR flleLlst (lie '/' filelist 

if file ." " then LEAVE 

If indexifile, ".into") = then finalList 
end 
sucoeaa ? lnsertText{ (finalList, 0, 0) ) 



finalListl Icrllflle 



Circle 159 on Reader Service card. 



dirLiat = *- Directories -" 

dirList ^ dirListl Icrl iahowdirlChoaenVAList, 'DIR' ,cr) 
dirLiat - IdlrLlat, 0, 0) 
dirList = dirListl Icr 
call SetstyleTag("DlrStyle") 
success = InsertText(dirList) 

call endedit ( > 
end 



if (lndex(flle, ".info") . 1 then finalList = finalLiat I I cr I I file 
end 

Speaking of the text, it's all jumbled. A sorted list is ea.sier to read. 
ProPage supplies a sorting routine that takes three arguments. The 
first is the string to he sorted, the second is the direction of the sort 
(ascending or descending) and the final one determines if the sort 
is case sensitive. All we need to do is tjke the results of the 
"showdir" commands and sort them before inserting them into the 
column. 

Finally, lets get the script to create the page and columns that 
the files vvill be listed on. To do this, we need to create t!ie page 
and" then create three columns for the text. We'll create the page 
from the default, get its size, then fit three linked columns on it. 
The ^vidth of a column «'ill be the width of the page minus two 
times the gutter value of .25 inches (for a half inch total) minus two 
inches for left and right one-inch margins, all divided by three. For 
a the height, simply take the paper height and subtract the hvo 1- 
inch margins. After the columns are created, link them together 
with the "LinkBox" command. Finally we use the "endedit" 
command to return us to the arro^v pointer. This way we are ready 
to start a new directory listing. 

With all these enhancements and some titles, the file routine 
looks like this: 



cr s 'Oa'K 

call 

^Ki^Fffy1F*Pq^"■T^irf>Y^^VtAP^ff^f^^> ^>^'"' i^gtf^^fW15 nnfS\j1\1r^ia[>>\1fi<f>.ncY>>\t^0>\n<Bl;yfe\FP<1>)>") 

call 

Qfi:^Eayltfag^'^F51e6fcyliHV^JyAff<[□a'IlilJa^i2te>\fsclD.{]0[b\31^lI<121b^ls<O.OOQ>^t<&toH^ 

if -ahowd, "rexxsupport .library" ) then 



Now we have a program thai will prodtice a forninHed listing of 
any directory, and we have complete control (through tags) of the 
appearance of the listing. We could even modify the tags so that 
directories were printed in another color or have them mixed in 
with the files. 

1 hope that this has been a learning experience in ARexx, 
ProPage and the power of the Amiga. Keep in touch. 1 can be 
reached via the Internet at dan\v@slpc,com. 



Edihr'f \'otc: Dan Wvi^^s ii i? I'lcc-prfsidcut ul Goht Difk, htc, 
ikvchpcrf of Pntfcssioiinl I'tige. 
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Please Write to: 

Dan Weiss 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, IVIA 02722-2140 
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World Of Commodore Amiga Toronto '93 



The eleventh annual WOCA Toronto '93 {De- 
cember 3-5) attracted Amign users f^rom both 
Conndn ,ind the United Stales. While .K'tudl 
attendance figures were not readv nl press 
time, all of the exhibitors' booths were biisv 
with interested users. 

A big winner was CD'-. WOCA Toronto 
was the first location Commodore sold the 
new machines in North Americi. CD'- sales 
werebrisk,yel nodealer marked them signifi- 
cantly below their 5399 U.S. suggested retail 
price. By the end of the exhibition. Commo- 
dore only had a icw machines remaining in 
in\'entory. According to Commodore execu- 
tives, additional shipments were being held at 
.1 customs station in the U.S. waiting for clear- 
ance. 

CD'- sales drove CD'- software sales as 
dealers sold all the special CD softu'are thev 
had a\ailahle. Zool, by Gremlin Graphics, 
\vhich lias been declared thenumberonegame 
in the U.K., was n phenoniin,il seller. 

Almost every demonstration, seminar, 
lecture, and keynote ivas attended bv a stand- 
ing-room-only audience. Jim Sachs awed 
Amiga fans and artists as he demonstrated 
Digital Creation's Brilliance! with his own large 
array of art projects. Seminars were held bv 
GVP, Kombo, Axiom, Soft-Logik, Migraph, 
Scata, Electronic Arts, and Commodore on 
subjects ranging from \'ideographics to desk- 
top publishing. 

Commodore 

Outside of a tremendous amount of CD'- 
units for hands-on play. Commodore showed 
nothing of the new equipment in preperation. 
Commodore's booth was filled instead with a 
large variety of application programs and 
demonstrations. Artists, musicians, and young 
videophiles filled the Commodore booth with 
a variety of exciting examples of their work on 
the Amiga. Commodore Cannda continued 
their tradition of creating a multi-grade art 
contest throughout the e\ent. 

Commodore's Vice President of Engineer- 
ing Lew l£ggebrccht gave a ke\note address 

\', 



before a standing room only 
audience. His discussions cen- 
tered m.iinlv on the introduc- 
tion of CD'-, but he also men- 
tioned facts about the la test de- 
velopments at CBM. hlis CD'- 
comments centered on CD'-'s 
flexibility and itscompatibilitv 
with current .'\migas. 

On CD'^ Mr. Eggebrecht 
stated, "We are in volume pro- 
duction and it is going \ery, 
very, well." He gave se\eral 
glowing quotes from European 
magazines cojicerning CD'- 
and mentioned that a Gallop 
survey in the U.K. rated CD'- the number one 
CD platform in SliIcs. In head-to-head compe- 
tition between the CD-based platforms, Ekx- 
tiviik Monthht Bin/ns Ciiuif chose CD'- o\er 
3D11 and CD-i. Mr. Eggebrecht said Commo- 
dore was in a major activity lo reduce the cost 
of the CD"'- by as much as SlUO in order to 
maintain its competitiveness. 

In a demonstration of CD"'-'s MPEG abil- 
ity, Chris Ludwig of CATS presented a por- 
tion of Paramount's Star Trek VI: The Undis- 
covered Countr\'. When the mo\ie was placed 
on pause, the picture was rock steady. The 
disk was a Philips \ideo disk but the CD'- has 
been designed to play both the industry stan- 
dard Video CD and CD-i's own Video CD-i. In 
addition, the ".Mad Scientist" television adver- 
tisement used in the U.K.'s CD'- marketing 
campaign received a large round of applause. 

On the AA.-X chip set, Mr. Eggebrecht 
stated that the first silicon chips had been 
created and were in testing. The chips dis- 
played over 95'n< functionality. Almost all the 
functions have been tested; and, with only a 
few small hugs, the architecture has been 
proven. Ail the chips will be returned for a 
second silicon run by the end of January. If 
that second silicon run is successful, the first 
AAA machines could be on the market as 
earlv as the fall of 1994. 





Lew Eggebrecht, v.p. of engineering, drew a standing-room- 
only crowd to announce Commodore's plans. 



The AAA chip set should give the Amiga 
a performance boost with a factor of HI o\'er 
the current A A chip set. These chips will be 
used iii a new system with a modular proces- 
sor approach. One target is to do 3-D render- 
ing in real time. They hope to render 30 million 
pixels per seconti.Toaecomplishthi.s, they are 
building their own 3-D pipeline and incorpo- 
rating their own RISC processor in the graph- 
ics subsystem. 

For the AAA system, they have selected 
the Intel PCI bus for a svstem bus. This would 
allow Commodore to access a wide array of 
possible peripheral boards and diapilay de- 
vices. When asked about the AAA chip 
system's sound capability, Mr. Eggebrecht 
stated, "The sound capabilities of the AAA 
chip set contains eight voices, 16 bits with 100 
kHz sampling rate." Comrriodore will design 
the A.'^A chip set system to be compatible 
with a 68G60 with eventual upgrade ability to 
a RISC processor capability. 

A cost- reduced design for tlie Amiga 4000 
has been piroduced and will be in manufactur- 
ing by Feb rua ry . The 4tKX) Tower has a 1 so been 
upgraded in its priority to be completed as 
S0011 asf)ossible. 

Mr. Eggebrecht also made se\'eral other 
aniiouncements. CBMiscreatingthoCD-ROM 
drive for the Amiga 12U0and the Amiga 4000. 
The Amiga 4000 CD-ROM will incorporate 
the full-motion video adaptor. The Amiga 
DSP effort has been licensed to a third party 
for further de\elopment. DSP will also be 
incorporated into the motherboard of the AA.^ 
platform. CBM has been able to arrange a 
license with Phillips for photo CD. Photo CD 
should be a\ailable in the first quarter of the 
next year. And he stated, there v^'ere plans to 
enlarge his staff to handle the additional 
workload. 

Amiga Exhibitors 

BMD (British Magazine Distributors) 
created a large area iii the front of the hall for 
Eui'opean game manufacturers and other 
Aniiga companies. Gremlin Grapihics, 
MilleniumSoftware.Miiidscape International, 
Moonlighter Software, Teaml7, and Virgin 
Soft^yare were represented with hands-on dis- 
plays that allowed attendees to play the ven- 
dors' latest leieases. ^ 



MDL Technologies always drew a large crowd with their Video Toaster demonslratlons. 
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Expert Services dcmonstrdtt'd I'icnsso II 
RTG. Ropre.sontativL's state tlu' Amiga ivill be 
able to run all the latest softu'nreat resolutions 
of up to 12S0x 1024 with 256a>lors on-screen. 
Picasso II also supports custom screen modes 
with up to 10>.7 million colors at resolutions as 
hish as 800 x 600. 

Great Valley Products demonstrated 
TBCPIus, an internal broadcast-quality video 
processing card; the A1291 SCSI Kit, an ex- 
pansion module for their Performance Series 
II; and the .■\1230 Turbo+ Performance Series 
II, an accelerator for the Ami);.i 121)0 The 
TBCPIus operates as an infinitewindow time- 
base corrector using 8-bit 4;2;2 CCIR-601 pro- 
fessional quaiitv all digital video signal pro- 
cessing. It is to ship on Dec. 6, 1993, with a 
MSRPof 5949, or on January 13, 1994, with the 
optional S.VIPTE/EBU time-code receiver/ 
generator with a MSRP of Sl,049. 

CVPs AM'-n SCSI Kit module adds a 
high-performance external DMA SCSI inter- 
face to a Performance Series II peripheral and 
uses the latest in active termination technol- 
ogy for stable, noise-free SCSI data transfer. 
MSRP is S99. GVP's A 1230 
Tu rbo + Performance Series 1 1 f ea tu I'es a 50M I i/, 
6S030 (\vith MMU), up to 32MB of RAM ex- 
pansion capability', battery-hacked real-time 
clock, and feature connector for modular ex- 
pansion. MSRP for the MHz 40/0/4 is S549 
and S749 for the MHz 50/0/4. 

Scal.i wa.s demonstrating their Multime- 
dia MM300 on a full-scale video wall in the 
front of the exliibition hall. M u Itimed ia M]\1300 
comes \vith a suite of new features: File Re- 
quester now appearing as a Shuffler showing 
thumbnails ofanimations, pictures, and brush 
files; drawing tools alloiving you to create and 
manipulate lines, rectangles, and circles; last 
Flovd-Steinberg dithering; a new function 
called .Absolute Timing giving total control of 
the timing of a script; Optimize i'alette func- 
tion, which automatically calculates the opti- 
mal color palette for a page ivhcn several 
pictures, brushes, and text colors are used on 
the same page; resizing of brushes and pic- 
tures so that \vhen imported, thev can be 
resized freel)'; and se\'eral other features. The 
Scala Echo EEIOO is also available for profes- 
sional, one-pass video editing to be used with 
the MM3110. A\'ailable early in 1994 is Scala's 
new Video Editor VE500. Traditional \ideo 
editing techniques can be performed through 
the Human Touch interface, and the full func- 
tionalit)- of the MultiMedia MM300 is built in. 

DKB announced its 124U'" Accelerator, 
a 32-bit board adding up to 128M13 of RAM 
with a 68030 accelerator upgradable to 6«882, 
a 50MHz math coprocessor, MMU, and 5CS1 
interface. MSRP about S425, to be available 
February 14, 1994. DKB was also displayed 
their 4091 fast SCSI II hard drive controller for 
the Amiga 4000. A DKB executive stated that 
although the product was not officially intro- 
duced, DKB would ship the board in the first 
quarter of 1994 at a MSRP of S549. 

Sharing DKB's booth in Toronto was 
Phantom De\'elopnient, which announced the 
upcoming release (second quarter of 1994) of 
PRO-MI,\, a software-controlled audio mix- 
ing board for the Amiga, This new prodtict 
provides five stereo input pairs with \'olume, 
balance, mute, and stereo/mono controls, .(Xn 



ARexx interface is provided to alkuv PRO- 
MIX to be utilized in multimedia presenta- 
tions, or integrated into ad\anced A/V sys- 
tems. MSRP is $299.99. 

■Amiga artist Jim Sachs was in Digital 
Creation's booth to demonstrate his latest Bril- 
liance! creations- 
Jim Drew of Utilities Unlimited was sur- 
rounded by interested Amiga fans as he dem- 
onstrated the Emplant board with Macintosh 
emulation. There vvasa rumor circulating that 
one vendor plans to incorporate the Emplant 
into Amiga 4000s and sell them as full func- 
tioning dual machines. Release dates for IBM 
emulation is scheduled for the first quarter of 
1994. An AI20D Emplant is also in develop- 
ment. 

Although U.S. Cybernetics was listed as 
an exhibitor, a last minute conflict made it 
impo.ssible to demonstrate their new software. 
A representati\-e of U.S. Cybernetics stopped 
by the Atnazing booth on Sunday and apolo- 
gized for their no-shoiv. The Warp System, 
announced at the Pasadena WOCA in Sep- 
tember, will be available in the .30mips and up 
version in early January 1994. The Warp Sys- 
tem is a parallel processing acceleration sys- 
tem shipping with various options. The Warp 
200mips and up svstein will be available at the 
end of the first quarter '94. Tlie representative 
stated that the company has been inundated 
with calls since theirearlyannouncementwitli 
some of the interest originating from Holly- 
wood production companies, 

SunRize Studios promoted their Studio 
16, its high-fidelity audio card bundled with 
object-oriented software, in live demonstra- 
tions. The product features state-of-the-art 
digital non-linear editing, eight-track hard disk 
recording, 16-bit CD-quality sound, and more. 
Available as an option is n SMPTE Output 
Module. 

INOVAtronics announced tlieirupgrade 
of the authoring svstem CanDo to 2.5. Some 
enhancements to this newest version include 
.AGA graphics, stereo music files, .ASL Com- 
modore Requesters, and a clearly laid out 
Windou' Editor. 

INOVAtronics also introduced Edge, a 
powerful, easilv configurable .ASCII-only text 
editor that, among other features, can open on 
the \V orkbench screen, " fold " I a rge .sections o f 
text out of x'iew, help you pire\'ent syntax 
errors \vhile writing .ARexx and C code, and 
automatically block-indent paragraphs for 
ease of programming. 

CigaMem is a \'irtual memory enhance- 
ment system by INOV.Atronics that allows 
your Amiga to utilize unused hard disk space 
as RAM with no additional hardware. 
GigaMcm works on all Amiga-O20/O30-O40- 
based platforms with MMUs operating under 
Kickstart 2,04. .MSRP is S149.95. 

In addition, l.\'OV.Atronics announced 
the opening of a new business unit for custom 
multimedia solutions. Interactive Media 
Group (IMG). Custom commercial and gov- 
ernmental applications include training sys- 
tems, control simulations, informahon net- 
works, and marketing and ad\'ertising kiosks. 

Soft-Logik Publishing Corporation pre- 
sented an in-depth pre\'iew of PageStream 3,0 
at the Tortinto show. Scheduled for release the 
first quarter of 1994 for MSRP of S395, 



PageStream 3 is a completely new \'ersion of 
their desktop publishing program with high- 
end color separatirais and more. New features 
include trapping and plate control, dual para- 
graph and character style system, a more flex- 
ible toolbox, auto kerning and hyphenation, 
spot and process color, translation of ProPage 
documents, and more. The PageStream 3,0 
publishing system comes with the PageLiner 
2.0 text editor and the BME 2.0 bitmap editor. 
These programs a re lin ked to PageStream \\-i th 
the included HotLinks 2.0. The new TypeSmith 
2.0 (MSRP: S199.95) can load, save, edit, and 
generate bitmap screen fonts and it offers a 
new magnify tool,edit bitmap tool, and a new 
status bar which displays short help prompts. 

MDL Technologies attracted large 
crowds as they demonstrated special effects 
created with the .NewTek Video Toaster. 

Book publishers Whitestone and Bruce 
Smith were in attendance. AC author Merril 
Callaway displa\'cd his ARexx Cookbook from 
Wliitestone USA. Bruce Smith was selling just 
a small ntmiber of his Amiga titles including 
the title he claimed has become the number- 
one selling Amiga x'olumc in the U.K., Atuii^a 
AilOOIu^hlcrCiiidi: 

Electronic Arts was displaying the paint 
and animation program DeluxePaint IV AGA 
(MSRP: SI 99), and the new version of 
DeluxeMusic (MSRP: S129). DeluxePaint IV 
gives you 256-color support, access to over 
262.000 colors at anv resolution including hi- 
res, and an intuitive interface. IX'IuxeMusic 
lets \'0U create, publish, and perform great 
music without a concerted effort. Play any of 
the compositions included using a wide yari- 
ety of playback options with support for 48 
staves, page range and landscape printing, 
WYSIWYG music, and nxorc. 

.Migraph introduced its two new flatbed 
scanners, the MS1200 (MSliP: Sl,099) and the 
MS2400 (MSRP: SI ,499). Both scanners offer 
quick installation, ease-of-use, and superior 
quaiityscansin24-bitcolor. By using software 
interpolation, one can achci\'e resolutions up 
to 1200- or 2400dpi (depending on the model). 
The scanners use the ColdScan technique 
which uses colci cathode lamps that not only 
extend scanning usage up to 35,1100 hours, but 
do not require ventilation to remain cool and 
provides dust-free scans. The MS1200 fea- 
tures three-pass scanning, a scanning area of 
8.5" X 14", gamma correction, and more. The 
MS2400 has the same features vet requires 
one-pass scanning. Migraph was also display- 
ing its popular ColorBurst hand-scanner. 

VR Slingshot, by Ixion, Inc, is a virtual 
reality cybersport which pits two players 
against each other on seperate Amigns in true 
flight simulation as they struggle to deplete 
each other's energy reserves. Restoring en- 
ergy requires carrier-tvpe landings on sus- 
pended energy stations. Either head-to-hcad 
play with live opponents or against the com- 
puter at var)'ing levels of proficiency can be 
played on any Amiga, The package includes a 
custom dual joystick/glasses adapter which 
can be used with other applications. 

Warm & Fuz/\' Logic demonstrated the 
LightRa\'e emulation s)'Stem for l.ightVVave 
3Dusers. I.ightRave alUnvs registered owners 
of Light Wave to riui their .softivare on an 
Amiga not equipped with a Video Toaster. 
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Activn International introduced 
MetiiiiRoiiil as llic state-of-the-art in intcrac- 
tivL' presentation software. Highliglits include 
script synchronization on standard time, 
SMI'TH and MIDI; over 150 sniootli screen 
and object transitions; antialiasing per char- 
acter color; scale and remap to Linv gj-aphics 
mode; no hardware key protection. 

RSC Manngementpresented X-CaliLmr. 
The X-Cnlibur is a 128MB memor\- expan- 
sion /.iccelera tion board tha t d oes accept stan- 
dard 72-pin SIMM modules. Bv its innova- 
tive memory design, the X-Calibur outper- 
forms the regular .A4()IIO/()-IO memory access 
by 400"ii at 2riMHz. Tlie board does not re- 
quire a Zorro slot and designers were claim- 
ing a three to tive time faster meniorv access 
than a standard Amiga 4000, The MSRl' for 
the25MHz version willbeSl 199and a 33MHz 
version is planned at approximately S1600. 
John Chang from SCALA tested the system 
during the show and stated, "This thing i,s 
really cooking." 

Heifner Communications and E.tpress- 
Way Software displayed their softxvaro util- 
ity 'PF.CGER. PI-:CGER (SW.'J.S) is a fuily- 
integrated H'liCi utility which allows pro- 
grams that don'tsupportJPEG images to use 
them automatically, PEGCERfeatnresARc,v,x 
support; support for 24-bitIfT,DCTV, Toaster 
Framcstore, and HAMS images; adjustable 
priority for Jl'EC compression and decom- 
pression. 

Also being displayed b\" Heifner was 
the Toaster Cozzy 4000 {S449,95), This prod- 
uct prevents the Toaster board from possibly 
shorting outthemotherboard due tocontact. 
The built-in power supply prevents over- 
heating/blown poxver supplies in the A40UU, 

Interu-orks introduced its lithernet- 
based Distributed FileSvstem forthe Amiga, 
the ENLAN-DF5. This product allows com- 
plete sharing of devices, directories, and pe- 
ripherals, turning your Amiga into a net- 
worked workgroup environment. This pack- 



age networks up to five nodes. Pricing per 
five-node license is $349, 

Displayed bv Axiom Software was 
ANIM Workshop, WnvcMukcr, and WnzvLink. 
ANIM Workshop($149.9.'i) proxides you with 
a set of tools for creating, playing, process- 
ing, editing, and adding sound to your Amiga 
animations. VVa\'eMaker allows you toa cre- 
ate network-quality logo animation in less 
than five minutes and retails for 5249.95. 
VVaveLink allows anyone \vho has two Video 
Toaster systems to use both for rendering. 
WaveLink includes a cable that hooks vour 
t\\'o ,system.s together so both can render at 
the same time. It also allows one system to 
see the other so fi le shari ng is qu ick and easy. 
WaveLink retails for $149.95. 

Area52 was showing its /binyi! Online 
Rcfcrcncf Muinm! v2.'l. Area32 considers its 
hypertiitorial a book in itself, of over 850 
online hypertext pages of information in ap- 
proximately l.lMBof data. Information co\'- 
ers topics such as the -A.miga custom hard- 
ware and its specifications, the operating 
system inci uding .A Rexx and A niiga DOS 3.0, 
the Workbench, third-party software, and 
commonly-asked questions. Version 2.1 re- 
tails forS34,95 plus $2 shipping. Special offer 
for user group members of S2l) plus S2 ship- 
ping. 

Media Innovations' new utility program 
i'nimePiv provides direct softu'are control of 
ASDG's ADPw, alUnv'ing the user to batch- 
process an entire range of frames from one 
format to another \yith a few mouse clicks. In 
conjunction ivith .ADl'ro, FramePro will crop, 
brighten, color correct, and further process 
the frames while simultaneously writing 
them to RAM, storage de\' ices, or even DPS's 
Animation Board, 

FARGO Electronics was demonstrat- 
ing its low-cost, high-quality Primera Color 
Printer, Use Primera with your favorite pro- 
grams like BrilliniiLV, ADPro, OpalVishDj, and 
nearly all other Amiga soflivare that uses the 



Amiga Preferences driver. A dye-sublima- 
tion upgrade kit is also available that pro- 
duces true continuous-tone, photo-quality 
images. 

Ad\anced Systems showcased it 
FASTI .AN iZ Z3 SCSI-1 i controller. This ex- 
pansion de\'ice features a Fast SCSI-II con- 
trollerwith 32-bit D.V1A aswell as32-bit\vide 
memor\' expansion up to 64MB on one full- 
length Zorro-3 slot card. 

Legendary Design Tectuiologies, mak- 
ers of liivoiccW. and Addivfslt'., prcvic^ved its 
new product dataTAX. Using on-screen rep- 
resentations of actual Canadian tax re- 
turn forms, (i(!f(i7'/lX(S59.95Canadian) makes 
tax prepara tion easy bv doing all of the calcu- 
lations for you, and also by pro\iding online 
help for many of the complexities of tax law. 

Pre' Sped Technics, Inc, was in the ALFA 
DATA booth under their ne\v mutual con- 
tract. Pre' Spect demonstrated their .NakeD- 
Up Retina Interface (MSm' 575,00) for the 
.Amiga 500. With this interface, 500 users can 
noiv work i\'ith the Retina Interface and 24- 
bit graphics. The NakeD-Up is available for 
other A20l)0 cards for use on the A300 and 
.A 1000 as long as the Amiga 2000 card does 
not require the Amiga 2000's special CPU or 
video slots. 

Toronto success 

On Saturday night. Commodore 
Canada presented a video tape that was pro- 
duced during the show. The tape was cre- 
ated bv Hov\'ard Gross and his students of 
the Stephen Leacock Collegiate Institute to 
demonstrate what the students and the 
.Amiga were able to accomplish in real time. 
They had inter\'ieu'ed a variety of exhibitors 
throughout the show and eacii commented 
on how well the show was attended and how 
well business was going. It appeared there 
were no losers in this year's event. 

The next World of Commocforc Amiga 
is scheduled in Ne\\- York, ,'\pril 8-10. 
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ARexx 



This issue marks the second am^iversary of this column. Anniversaries 
sometimes help us step back and take stock of where we've been and 
where we're going. This month I have an assortment of smaller subjects in 
mind, none of which makes a full column, so perhaps the second anniver- 
sary is a good place to reminisce about ARexx and the role it plays now 
and could play in the future of our favorite computer. Then we'll take a 
look at a subject, "quoting," that people keep asking me about, and also 
explore a couple of interesting but esoteric features of ARexx that are not 
well documented. 



The ARexx Evangelists 

Tilt' first chord ARuxx strikes in my memory is thaf there 
seems to be a steady tTow of ARexx beginners, \vho grov\' up into 
ARexx users, and finally into something tantamount to "ARexx 
Fivangelists." As a steering committee member of the REXX 
Language Association, I have the opportunity to fraternize with 
REXX fanatics from all major computer platforms, personal and 
mainframe. RRiXX is a phenomenon. [ can't think of another 
language that has so staunch a following. Why is that? In one 
sentence, REXX and ARexx (Amiga REXX) take all the drudgery 
out of programming while leaving in all the fLin. Since 1992 I've 
had abundant oppt>rtunitv to meet and talk to many people about 
ARexx at the V\'orld of Commodore Amiga shows here and 
abroad. There is a consistencv in the experiences the)' share U'ith 
me. Typically thev divide up along two tines. The first set of 
people want some guidance. Others come by to share how much 
thev now enjoy programming since they've learned ARexx. 

The Three Steps to ARexx Addiction 

I3eginners socm learn that ARe.\x is tlie easiest-to-u.se 
language around. It is miles ahead of BASIC. The .second thing 
they learn Is that .ARexx is the only mnc-ro langtiage they need to 
learn. They notice that virtually all new Amiga products feature 
ARexx capabilities, so its usefulness multiplies. If they persevere, 
they realize not only is it an easy-to-use general-purpose language 
for doing things such as removing duplicate names from a list, but 
AKexx can be used to load that fa\-oritf font into I'wWrilc or 



FiimlW'ritcr, or to process the animation images in their latest 
masterpiece through ADPw or himgL'FX. The third step in the 
evolution of an ARexx addict is ivhen they start using it to do 
InterProcess Control (IPC). This is simply one program controlling 
another one, such as Dirccton/Opui controlling ADPro and maybe 
imageFX, too. Power users begin to think of projects in.stead of 
applications. Tliey may have a set of images that "stop off" at 
several applications by different manufacturers to get processed 
on their vvav to an animation. This kind of power is unheard of on 
other platforms. The others are just now realizing it's a possibility, 
but have yet to reach the lei-el of sophistication and richness of the 
Amiga environment. 

The Mofivation to Learn ARexx 

Commodore did a very wise thing putting ARexx into the 
operating system on every .A.miga. This drove the Amiga soft^vare 
development market to adopt ARexx as the universal Amiga 
application macro language, which lends a consistenc)' to all the 
Amiga products not a\'ailable on any other PC except lately IBM 
OS/2 because it incorporates REXX. Users who are getting more 
sophisticated along with their machines are needing to customize 
their systems, and are finding out they need to learn ARexx or else 
thev must customize manually. At first, the typical user is anxious. 
"Oh, no. I'm not a programmer and I don't have time to iearn to 
program!" Then, they find that they don't have the time nol to 
learn ARcxxl The time pressure of doing tedious tasks forces them 
to pick up a book or two on .ARexx and get going. Manually 
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processing just one nnimation or buildinj^ by hand just one index 
for a large document will make an ARexx believer out of anyone. 

Future Possibilities 

REXX, the parent language of ARexx, was designed for non- 
programmers. Mike Cowlishaw, an IBM Fellow in England, 
invented REXX (Restructured, Extended eXecutables) for 
engineers who weren't programmers so !hey could do their work 
on mainframe computers. User-friendliness and simplicity were 
major design criteria but power was not to be sacrificed. Mike 
started programming REXX in "1979, spending +000 tiours before 
its release. ARexx was ported to the Amiga by William Hawes and 



only standard ANSI REXX instructions, functions, and syntax, and 
being careful to construct proper commands to send to the other 
computer, one could control a program running on an IBM in OS/ 
2 from an Amiga or vice versa. This could be accomplished 
through the serial ports. Think of the possibilities of a Commodore 
CD32 used as a peripheral on IBM PCs running REXX under OS/ 
2. Not only would this open up compatibility, but it would open 
up a market 65 million strong. A good market could save the day 
for Commodore. Wo all know that the Amiga deserves a place in 
the mainstream, and I firmlv believe that ARexx/REXX will be a 



Even an easy language has some part of it that is 

considered its nnost difficult aspect. 

The correct way to quote or not to quote expressions in 

ARexx certainly qualifies. 



released in 1987, Commodore incorporated ARexx officially with 
the release of System 2.0 AmigaDOS. 

ARexx has many extensions to REXX that are not in the main 
language. For example, here is one difference that will prevent an 
ARexx program from running under OS/2: ARexx syntax uses a 
line continuation character, the comma, ^vhich allows you to break 
a statement and continue it on the next line, and REXX does not. A 
much larger discrepancy occurs in the input/output instructions 
of ARexx vs. REXX. Why should we care? The best reason is in the 
realm of networking and inter-platform compatibility. Ail versions 
of REXX including AKexx have the unii.]iie ability to perform Inter- 
Process Control (IPC). As we mentioned, this is simply one 
program controlling another one, remotely, so the programs need 
not be on the same computer. Since REXX and ARexx are about 
90% the same, if one were careftil to write REXX programs tising 



major influence. Go ahead and scorn the "messyDOS/Windows" 
crowd, but be nice to those OS/2 folks. TIney could be in your 
future! 

The Decision: To Quote or Not To Quote 

Even an easy language has some part of it that is considered 
its most difficult aspect. The correct way to quote or not to quote 
expressions in ARexx certainly qualifies. The use of the PARSE 
instruction probably ranks as equally difficult in some people's 
minds, but parsing in ARexx is always the same and once you 
master it, you know it. Quoting is a different stor)'. Why? — 
because quoting is most often necessary when \ve are constructing 
a command to send to a host application — an external program we 
want to control through ARexx. Alas, there are no rigid standards 
to which ARexx-capable host applications must adhere. I have 
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Once ARexx is running in the background, any Shell window can 
be an ARexx ccinsolo. This is a great way to test ARcxx instructions 
and functions to sec what they do. 

An Example 

Suppose we want to test the operation of the ARexx function 
COPIES(string,nunnber). It takes a string and a number as 
arguments, and produces (number) copies of the string. Pretend 
we are programming a routine to write to a file, and we need to 
write, say, 15 line feeds into our file for formatting purposes. A 
line feed is hexadecimal A = decimal 10. In ARexx notation 
hexadecimal .^ is written 'A'x to distinguish it from the letter "A". 
What we need to find out before we go to all the trouble is, "Will 
CopiesQ accept a string in hexadecimal notation?" The manual 
doesn't say one way or the other. Using the SAY instruction with 
COPIESO insures that the function return will output to the 
console window. Type this program in your Shell console at the 
prompt, and press enter: 



found host applications to have a variety of idiosyncrasies 
regarding quotation marks, because their command parser may 
perform differently from ARexx. ARexx considers single (') and 
double (") quotes interchangeable, but tliis may not always be the 
case with a host application. Short commands, simply quoted, 
present no problem, but sometimes in a longer expression in 
which there are nested, quoted strings or embedded quotes, your 
first attempts may not work. Sometimes just exchanging double 
for single quotes will do it, in case the host cares u'hat kind of 
quotation mark you use. Another fix to try is to make '""quoted 
quotes'"" around certain parts of your command expression. 
ARexx embeds cpotes in a string by doubling them as in "don't", 
but this can cause problems occasionally. Try removing embedded 
quotes if your command doesn't work. If the expression contains 
sections that must be case sensitive, such as an ARexx port name 
or a library name, check to make sure that the name is quoted. 
Remember, whene\'er ARexx finds a symbol, that is, an unquoted 
string tliat has not been assigned a value yet, it converts it to upper 
case. This would invalidate a call to open a library with mixed or 
lower-case name if the name was not quoted. A quoted string in 
ARexx is properly called a string token. In general, if you are in 
doubt as to whether to quote a command or not, try quoting it 
first. Using the TRACE instruction will also prove very useful with 
complex commands. Sometimes ARexx isn't sending the com- 
mand vou thought it was. 

In-Line ARexx Programs 

It's not weil documented, but short .^Rexx programs may be 
typed into a Shell console and run directly from the 'STDIN' input 
stream. All you have to do is open a Shell and start rexxmast, the 
ARexx interpreter, first. If ARexx is not running, or if you're not 
sure, type at the prompt: 



>rx "say copieB( 'd'x, 151 

No, there's not a double quote missing at the end. This is the 
correct syntax for an in-line ARexx program. The command utility 
rx says you are going to do an ARexx program. The open-ended 
double quote tells the AmigaDOS command line parser thai this 
isn't just an AmigaDOS program. If you leave out the double 
quote, or put a closing quote at the end of the line, AmigaDOS will 
say it can't find the program. You may switch the double quote 
with the single quotes as long as you leave the quoted line open- 
ended. Did you get 15 line returns? What happens if you trj' 
COPIES(10,15)? These questions are easily answered with Aliexx 
in-line programs. If vou need to put several program .statements 
in-line, separate them with semicolons. Try this one, all on one 
line: 

>rx "fli'enter a'jflay a' fltr.'jparBe pull OfBay a' nuH.'jpuil njsoy 
copies (s,n) 

An ARexx Bug Workaround 

Here's a bug I found in the BlTXOR() function for those of 
vou who enjov esoteric subjects. Most of us don't use this function. 
Here is a short summan' of what it does. 

EITXOHO Bullt-in Mtexx Fimction. 

FORMAT? BITX0R(atrlnffl(,Btring2[,padl ] ) 

ARGDMEHTS: fltrlngl, atring2, are ASCII, hojt, or binary strings . Pad Is 

ASCII character. If piSd is a string, only the first character i* uaed. 

Argximeats may also ba expreasEsd as any eytflI>ol whose assigned or literal 

value le of the proper type as given above. 

FUNCTION RETUJINS: fltring. Function parEorms a bit by bit Iq^ical XOR 

(exclusive OR] oparation upon the two argument stringe aqrcording to these 

rules: 

1 XOR 1=0 

1 JQB. = 1 

XOR 0=0 
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The length of the it'sult string is the length of the longer of 
stringl or string2. The PAD character, if provided, pads tho shorter 
string on the RIGHT to match the length of the longer string before 
the XOR operation. If there is NO !'AD choracter pro\'ided, then 
the XOR operation stops once the shorter argument string is used 
up, and the rernnincier of the longer argument string is appended 
to the result string obtained so far by the XOR operation. If string2 
is omitted, the default value is the null " string. 

Tlie function performs correctly in all but one case: when the 
strings are of unequal lengths and no pnd character is used. 
Suppose stringl='A' and string2='Bw'. In binary notation we have: 

A='D10000IJl'bandBw='OlC0C01O01110111'b 

Set the short string beside the longer and we have 
oioooaoi 

01000010 01110111 

According to the rules, we XOR the siiort string with the long one 
until we exhaust the short one, then we append the rest of the long 
string to the end of the result; u'e get 

OOOOOOll OlIlOlll 

The leftmost string now produces no character, so the result 
returned translates to the character 'w'='011101irb. But if we 
perform an in-line ARexx program 



Since the rules say we must append the rest of the long string, this 
is clearly a bug, but with an easy workaround using one of the 
other bit manipulation functions in ARexx: 
l31TCHG(string,n),which toggles bit number ii in some string. So 
only if we need to BITXOR() (wo unequal length strings withoLil 
padding, we use the following nested functions: 

BITCB&tBITXDIi I SI ringl , Btrlll92 | , 5) 

lo toggle the 5th bit to its correct value. If you enjoyed this 
example, notice thai D2C(string[,n]) is valid oven though the 
documentation omits the n argument. Tliis allows us to work with 
negative numbers using 2's complement and sign extension. Yes, 
easy as it is, ARexx does have its subtleties. 

•AC« 



>rx "Bay BITXOE( 'A* , "Bw" ) 



we get a an upper case 'W returned. Tlie hug turns out always to 
be a wrong 5th bit counting from on the right toward the left: 



'01110111'b=='w' 
'O101Olll'b.='W 



Please Write to: 
Merrill Callaway 

c/o Amazing Computing 
P.O. Box 2140 

Fall River, MA 02722-2140 




Are you suffering from 



ARexx Nervousa? 



Cure it with... 



The ARexx CookboSM 



AFTER 



Published by WI^nilTl^fiiW^^fr? ^ we now have \jj^/MC ^ 
511-A GirardSE, Albuquerque, NM 87106 (505)268-0678 
New! ^ ARexx Reference Disk in Amigaguide hypertext! ^ 
Cookbook Deluxe Set $54.90 , Ref Disk $24.95, both for only $64.90! ppd. 

Send in your COOKBOOK proof of purchase or the About the Author page Bnd get the reference disk for only S10.00. Thanks! 
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Amazing Compitliiigfor the Comnioduiv Amiga, /lf.''v Cil'IDll. untl /IC; 

7£'Cfy provide yoLi with Uiu niost compreliensivc ctncriige of ilic 

Arnica — coverage you would expect iVoni the lonj^est-iLiniiing nionthl) 

Amiga pulilicalion. 



The pages of Anic<zi>!^i> Compiitfnsi bring you insights into tlie world of 

tlie Commodore Amig;i. You'll find compivhensive iwiews oi Amiga 

]iroducts. complete coverage of all the major Amiga trade shows, and 

hinss. ii|is. and tutorials on a \'ariety of Amiga siibjecis siicli as Lleskiop 

publisliing, video, programming, and hardware. You'll also find a listing 

of the latest Fred Fish disks, monthly columns on using the Cld anti 

working with ARexx; and yoLi can keep tip to date with new ivluases in 

"New Products and Other Neal Stuff.' 

^4C"''.s- anDH to the Commodore Amiga is an indispensable catalog of all 

the hardware, software, jiublic domain collection, sendees and 

iniormalion available for the Amiga. This amazing book, tipdaled every 

si.\ months, lists o\'er .^5U(.) products! 

AC'S TECH for the Commodore Amiga provides the Amiga user with 

valuable insights into the inner workings of the Amiga, hi-depth articles 

on programming and hardware enhancement are designed to help the 

Li.ser gain ihe knowletige he needs lo get the most out of his machine. 





DIGITAL IMAGE SPECIAL FX 

by Willimii Frawley 

Using ARexx/OpalPaint, ADPro, and DeluxePaint IV 
to Process Images Automatically 



Imagine the following: "Those pictures are boring and lifeless! What 
am I paying you maximum wage for! You're fired!" Well, friends, never 
let this happen. You can achieve executive status in no time with new 
Miracle Edges. That's right, Miracle Edges — feathered borders, ragged 
edges and vignettes that defy all laws of Interchange File Format physics, 
and all it will cost you is the time it takes to read this article. 




But .seriously folks, as any of us who has ever generated a 
computer image knows, our creation inevitably ends up with 
those straiglit-edgod, rectangles. Does tliere not exist some wa\ to 
uplitt an [FF's code to start producing result.s with more tantaliz- 
ing edge varieties? Well, yes and no. 

Yes, there is a way of doing so by means of a related bitmap 
format known as the brush, whereby you may choose that a 
certain background color be tran,sparent, thus producing any 
conceivable edge to the image by controlling the color arrange- 
ment. However, as far as I know, all 2-D paint applications allow 
you only to convert (pick up as a brush) an image no larger than 
the current screen size, quite unacceptable when dealing with 
super-bitmap.';. So, If it's unfeasible t(! utilize the brush format 
because of image size, and since we can't inherently manipulate 
the IFF code to produce anything but rectangular dimensions 
without inventing a new bitmap file format, «'hat options do we 
have available for creating those killer photo edges? 

Preliminaries 

Well, by utilizing the likes of ASDG's Art Department 
Profcfskmal in concert with DeluxePaint, or similar soft^\'are, 
through a remedial manual approach or simply executing, if you 
have it, the included ARexx script for OpnlPniut, we can produce 
edges for your images that will enhance any desktop publishing 
project or allow attractive backgrounds to be incorporated into 
vour latest multimedia presentation. 

But before we begin, it must be pointed out that the two 
methods, if used, will produce slightly different results inasmuch 
as OpalPaint has the additional benefit of allowing you to save 
with the resulting file both an Alpha channel transparency 
gradient and a global Stencil to be used at a later date for various 
purposes related to gcnlocking video with these images. For 
example, with an Alpha channel imbedded in the file, incoming 
video can be kevhoied — unlike chroma or luminance keying — 
through a soft-edged vignette containing a nice, textured pattern 
around the border, or simply use the 256-level linear transparency 
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koy iikmc bt'lwecii two vidt'o sinirCL'S for vnrious offciis. Aiidition- 
ally, instLMd of usiixg a chiiriicti.'r ^^'neratoi', you could ca'alo a title 
poge in advance with a compk'telv transparent background and 
various levels of transparency for the text, shadows, ar whatever. 

OpalPaint also implements — with the help of the soon-to-be- 
roloased video hardware — stencils in a most unique way with 
what is called n Video Sandwich key that allows chroma- or hima- 
keyed \-ideo to be inserted between selected foreground and 
background elements of your image. What this means is that you 
could have your subject virtually walking in front of and then 
behind the rocks and hills of Mars that you've created in your 
favorite landscnpe-gencrating software for a d.i/.zling, visti.il 
effect. What opportunities these Alpha and Stencil keys provide, 
and being bundled in the same file as the image or by themselves, 
makes it that much more convenient. 

Unfortunately, to the best of my knowledge, neither of the 
current page layout applications for tiie Amiga allows the 
utilization of an image's Alpha channel with respect to the page, in 
this case the background, thereby eliminating any possibility of 
acWeving a feathered-edge look to the bitmap image, for example. 

Tliis now brings us full circle — how to achieve this effect 
despite these limitations, both for publishing and simple video 
display applications as mentioned previously. Here, then, is a 
simimarized list of the edge effects covered in this tutorial for 
ADPro/DPaint users and those realized in an ARexx script for 
OpalPaint users: 



ADPRO/DPAINT 

Jagged 

Pattern 

Feather 

Vignette 



OPALPAINT 
Jagged 

Feathered Texture 

Feather 

Vignette 



Note that by using a 2.=i6-level Alpha channel such as in OpalPaint, 
the transparent edge results will be much smoother than the 16- 
color ones priiduced in non-.'\GA DPaint. UnfortLmately for 
ADPro users, there is no way to paint direct!)' from within; 
otherwise we could utilize its 8-bit Alpha channel support in more 
direct ways. 

The Fundamental Principle 

For starters, we'll add to an image that you'\'e already chosen 
a feathered or linear transparent edge, and later on we'll do 
variations on this theme such as ragged, patterned and simple 
vignette borders. Ikit first, let me explain the general principle 
invoh'ed here and reassure you this won't be difficult in the 
slightest. You'll wonder why you haven't been doing this all 
along, if you haven't already. 

As 1 stated earlier, since we can't control the edge transpar- 
ency of the IFF image inherently, except when using applications 
that are Alpha-channel compatible as in genlocking, we'll have to 
take the effect when including the imago in a page layout or when 
\ve simply want to display it \'ia the monitor. By this I mean that in 
ail cases except the splattered-edge effect, we will use an Alpha 
channel mask to "carve away" the desired region — in this case the 
edge.s — of our image and replace that portion with the appropriate 
background color or pattern. For instance, a leathered edge will 
have the original image gradually fade into the background color 
or pattern at the edges. The same applies to vignettes. For 
inclusion into a desktop publishing project, this background color 
of course should be the same color as the paper, as demonstrated 
with the included figures, or the color design in the background of 




the image since there is no way yet to use an Alpha transparency 
channel with the file in these programs. 

Achieving the splattered-cdgo look is somewhat different, but 
the background color principle is the same as above. Here, you'll 
carve with a splatter brush a jagged border out of a background 
that is approximalelv IS% larger than the main, overlying image. 
YoLi will then blur the now jagged-edge background several times 
and finally composite the main image onto this, making .sure that 
the overlying image edges fall within the jagged region. So in 
effect, from the center outtvard you'll see the main image, the 
surrounding splatter color, and at the very edge, the background 
color, usually while (Figure 1). Let's give it a try. 
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Feathered Edges and Vignettes 

lo begin, LMitfr Ul'tiint in a Hiiics Interioced Overscan 16- 
color screen and crunte iin nil grey-scolu pnlelte. Do this bv 
entering the palette rcqucsler (right mouse click on the Fore- 
ground/Background color boxes ), make color black, color 15 
white, and then create a spread between them. Next, swap the 
white on the right end with the dark grey in color pot I and then 
exit the requester. Nou' select the Ranges menu item and place a 
white pot at the far left, another pure white pot about 80'!i. the 
distance from the left, and finally a black pot at the far right as 
shown in Figure 2. Accept the Range, remembering the number 
you've created and open tlie Fill requester with a right mouse 
button ciick on the 1-ill [ool. Pick CONcentric for the Fill Type and 
make sure you type in the proper Range number in the string 
gadget. Exit the Fill requester, make sure the Fill Tool is activated, 
hit F!() to deactivate the Titlebar and Tool Menu, then click your 
brush anywhere within the screen to Fill the page with your new 
featiiered gradient, and when you are prompted for the gradient 
direction, simply click in the exact center of the screen. Save this as 
your feathered Alpha channel and exit DPaint. 

For the next phase, start ADPro and if its dimensions aren't 
known, load the image that you want feathered, and note its size. 
Then load the Alpha image you just created and if its not exactly 
the same size as the main image, scale this to the same dimensions. 
Once this is done, save it as an S-bit IFF file for later 
reincorporation as the Alpha chamiei. Noiv select Backdrop from 
the Load Options and create a one-color (your choice, white if 
intending to output to paper) Fill background the same size as 
your main image. Once this is created, select the COMPosite 



button and the Load Option Alpha. Click Load and voii will then 
bo prompted to first load your main image. At that point, the 
Composite requester will then emerge. Leave everything at their 
default settings and select OKAY. You'll then be asked to load 
your Alpha image. That's it, you're done! View it if )rou have a 24- 
bit card or render to a native Amiga display mode. 

For vignettes, follow all the steps outlined above except 
instead of filling the entire screen with the Fill Tool, use the Filled 
Ellipse Tool to define the shape of the vignette (Figure 2). If the 
image that you want to vignette is much larger than a HiRes 
Interlaced Overscan screen, you might wan! to split up the 
drawing of the vignette into two parts on a blank page that is as 
large as the image. To do this, load in or create the appropriate 
page size, dear to black, then turn on the coordinates. Leave the 
titlebar on and scroll completely to the top, find the exact center of 
the page, and start drawing the vignette there. Then scroll to the 
bottom of the page, and do the same thing, noting the dimensions 
of the vignette that you drew at the top. The two halves should 
then match up. 

Jagged Edges 

This time, for a jagged edge, open a two-color HiRes 
Interlaced Overscan screen in DPaint. Choose a medium-sized 
circular brush and then with the right mouse button, click on the 
splatter tool and enlarge its spray diameter to approximately the 
size of a quarter Pick the dotted freehand tool, leave the colors at 
their defaults, and again turn off the titlebar and tool menu. Then 
spray the perimeter of the page with white, using the edge of the 

(continued on page 77) 
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by The Bandito 



[These litalvuwiilf ami imijirtioii^ fircsfiilfii in 
"RooiiuT:^" arc nauor^ in llw purest xiise. The 
bits of information are gathered by a Shird-parti/ 
source from whispers inside Ihe indiistn/. At 
press time, tSiese rumors remain unconfirmed 
and me printed fur enlerlainnieni value onlu. 
Accordinglif, Ihe staff imd associates of 
/Imazing Computing cannot he held 
responsible for She reports made in this column.] 



Commodore Update 

While you wore blinking, things have 
been happening fast for Commodore. As 
The Bandito has reported to you. 
Commodore's Inst financial report (issued 
in May of l')93) was for their third quarter. 
Silence since that time, as Amiga fans 
waited and wondered. Suddenly, for no 
apparent rea.son. Commodore stock 
bounced up 44% in one day, to 4 5/8. Since 
that time the stock has dropped back some, 
but remains close to 4. The \-olume of 
Commodore stock trading has been quite 
high — 10 times the normal number of 
shares traded in one day. 

Of course, you'd like to know what 
caused this. Well, there's no ob\'ious 
reason, and all the usual suspects aren't 
talking. Commodore has no comment 
when queried by reporters. Is this a run on 
the company? Well, it only represents a 
few million dollars in stock, so it really 
wasn't much. Maybe Bill Gates was 
looking for a place to invest his lunch 
money. 



It wasn't long after this amazing rise 
in stock price that Commodore deli\'ered 
its long-avvaited fiscal year-end financial 
report. Commodore said that they lost S356 
million dollars for the vear ended June 30. 

Commodore released the report at 
5:48 p.m. EST Friday, long after the close of 
the stock market. Tliis, as you may recall, 
was the way they issued their last report, 
which was also bad news. This is a classic 
technique for releasing bad news; wait 
until after the market closes and hope that 
no one notices. Yeah, right. All those 
stockholders are too stupid to read their 
neivspapers after the market closes. But 
Commodore may have had another reason. 

The strange port about this is how 
Commodore's stock rose in the week prior 
to the announcement. Now, normally 
you'd think that such bad news might 
cause the stock to drop, assuming that the 
info had leaked ot<t in advance — a practice 
that of course is strictly verboten, but it 
seems to happen all the time anyway. Were 
speculators thinking that the news ivould 
be unexpectedly good? Seems unlikely; 
Commodore, or any other company, would 
be unlikely to delay good news. Especially 
not when your stock options could use a 
significant boost in order to be worth 
something. 

Commodoi'e had not released any 
financials since May, ivhen its third- 
quarter report showed a $177.6 million 
loss. As you may recall, that report also 
was issued after the stock market had 
closed on a Friday. This time, Commodore 
stated that for their final quarter, they lost 
S82.9 million. 



Commodore also announced that thev 
lost S9.7 million in their first fiscal quarter, 
which ended Sept. 30. Officials were 
una\'ailable for comment, of course. Hey, 
that is good news; in the same quarter last 
year. Commodore lost SI 8.8 million. 

The report included quotes from 
Comnnidore's chairman, Irving Coisld. 
"We have made progress in reducing the 
net loss," his written statement said of the 
first-quarter results, "Having largely 
completed our operational restructuring, 
we ore now planning to undertake a 
restructuring of our debts to allow the 
company to continue normal operations." 

Looking at the figures quickly, things 
look bleak. But, this type of reactive 
thinking was exactly what Commodore 
wanted to avoid. If the numbers had been 
released during stock market hours, it is 
very likely that some of the investors 
would have panicked and sold their 
shares. This would have driven (he price of 
Commodore stock way down and fed e\'en 
more panic. 

At the same time the stock was going 
down, any outside company who was 
interested in Commodore would ha\'e had 
bargain basement price for the sttKk. 
Since there was interest the week before, it 
appears caution was their guide. 

These losses are rather exhorbinate 
sums. They are not as high as the numbers 
were from Detroit car makers in the 
eighties, but they are significant. These 
losses are remincscant of IBM's statements 
just last yeai- when they went through their 
restructuring. Now many obser\-ers are 
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suggesting that IBM is redesigned to he 
stronger than ever. 

In Commodore's case the numbers 
show improvement. Tlieir third quarter 
loss was S177.6 million. The fourth quarter 
loss was £82.9 million. With the first 
quarter of this year showing a loss of S9.7 
million. If vou are going to have losses, 
that's the direction to go. 

What could these loses mean? Well 
they do show a company who has 
restructured. First no company restructure.s 
readily unless they are losing monej- or 
thcv expect a significant advantage from 
the restructure. Second, any company 
losing money and then restructures is 
bound to lose more before they begin to 
make money. Closing factories, decreasing 
workforces, changing product lines, and 
other items required in doivnsizing all cost 
money. This is often a hard hit against your 
bottom line. With Commodore's subsidiar- 
ies all over the world, the downsizing and 
restructuring has taken longer than most 
companies. This has lead to even more 
guessing. 

On paper. Commodore's appears to 
be in trouble. Speculation has been 
rampant concerning their debts and their 
ability to pay- It is this debt that Irving 
Could refers to in the above quote. It is this 
debt and Commodore's ability to overcome 
it that makes all of this exciting, 

.A.pparentlv it was this debt that 
forced Commodore's decision not to 
release CD'- in the U.S. right away. 
Commodore had to decide on which 
strategy v%'ould yield the best results. By 
placing the CD'- in the U.K., Commodore 
was able to control costs in distribution 
and advertising. With far less money they 
were able to saturate a market that would 
openly accept their product and produce 
results. 

This meant that Commodore could 
not afford to bring the CD-- to the U.S, 
market as easily. Apparently they did not 
have the resources for the exfensi\'e media 
campaign required to properly launch such 
a device. Why should they? With the U.K. 
thev were bound to be a winner. 

tiarly return on CD'' sales have been 
very good. Rumors are that the Amiga 
CD^- is out selling SEGA CD by as much as 
4 to 1. Apparently their plan has worked, 
but what now. 

Commodore has a small windov\' of 
opportunity for CD^- in the U.S. market. 
Right now, the competition for CD" that's 
actually on the market is Sega CD and 



3DO, CD^' and 3DO are clearly far superior 
to Sega CD technically. CD" has n huge 
software base, at least if you count old 
Amiga games, which would bo new to 
much of the audience, compared to a 
handful of titles for Sega CD and 3DO. 
Sega CD is priced at S229 compared to $399 
for CD'-, and of course there's the Sega 
marketing machine behind Sega CD, Still, 
Sega CD would be viilnerable to a weli- 
conducled advertising and marketing 
push. 3DO, on the otiior hand, is more 
expensive right now than Ciy'', and 3DO 
has only a handful of titles. So CD'' has 
some strong features against both of those 
machines, But the situation will change 
rapidly. The Sega CD will bo replaced by 
the technically-advanced Saturri CD project 
in 1994, u'hich will be on a par with CD'- 
and 3DO, And 31X3 will be coming down 
rapidly in price, and there will soon be 
quite a lot of titles for it. So bv Christmas 

1994, Commodore's opportunitv to show 
how CD'- easily beats the competition may 
have evaporated. And don't forget that 
Nintendo may come out with a machine in 

1995, too. 

Boards Av/ay\ 

Commodore is raising cash (and 
reducing overhead) by getting rid of the 
numerous add-on products for the Amiga 
line in various stages of development. It's 
a wise decision, considering that Commo- 
dore doesn't have enough engineers on 
staff to finish developing these items. So, 
among other things. Commodore has 
outsourced production of the 4091 SCSI-2 
board to DKB. The Bandito hears that 
Commodore is looking to get rid of other 
hardware projects for Amiga add-ons, sucli 
as the DSP board for the A4000. Hello, 
GVF? 

Atari Update 

The hype about CD-ROM machines 
has had an interesting side effect: Atari 
stock has gone from 75 cents to over SI 1, 
Atari has cleverly capitalized on the hype 
bv making it seem as if the Jaguar is the 
machine that delivers on all the promises 
everyone else has been making about 
multimedia. Atari has touted that fact that 
IBM is building Jaguars so that people 
seem to think the Jaguar is a cooperative 
\'enture between Atari and IBM, while in 
reality IBM doesn't care what they build 
for whom these days as long as they get 
paid. And Atari has been claiming 
immense performance specs for the Jaguar 
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that vviHiId SL'oni to indicnte you should 
buy a Jaguar instead of .1 workstation for 3- 
D graphics. 

Atari's Jaguar, stripped of marketing 
hype, seems to be roughly equivalent 
power-vvisc to (he 3DO and CD'-, 
according to some savvy developers who 
are being desperately wooed bv Atari. The 
3DO has somev\'hat better base CPU 
performance and more R.^M, while the 
Jaguar runs on a standard 68000 and might 
have a slight edge in polygon drawing and 
rotation. Still, all this technical stuff is 
meaningless until there's software that 
takes advantage of it. 

Inside sources say that Atari's 
financial condition is still a far cry from 
healthy. The supposed war chest of $45 
million dollars for advertising appears to 
be mythical. Oh, and that CD-ROM drive 
for thejagtuir that's supposed to becoming 
next year? The Handito would merely like 
to note that Tramiel has a long track record 
stretching back to his Commodore davs of 
announcing products that don't exist and 
may never exist, merely to see wliat sort of 
interest they draw and what potential sales 
might occur. Don't believe in it until you 
can walk down to the store and buy one. 

Without a CD-ROM drive, the Jaguar 
is crippled by its lack of storage. I-low 
much whi/-/.y 24-bit artwork, animation, 
and 16-bit sound can you cram onto a 2iVII3 
cartridge? Nowhere near enough. And if 
not even,' Jaguar has a CD-ROM, this 
means even less incentive for developers to 
create CD-ROM titles for the Jaguar. A 
percentage of a small market is an even 
smaller market. Not that Atari has 
developers beating on their door; The 
Bandito hears that Atari has even been 
advertising in Silicon Vallev theaters — 
amidst trailers for coming attractions — for 
programmers interested in de\-eloping for 
the Jaguar. Now that's desperate. At last 
count, the Jaguar had about 20 de\-elopers 
compared to 3D0's 400, and most of the 
Jaguar titles announced are ports from 
some other svstem. 

Here's what it all adds up to: A short 
seller might make a killing on Atari stock if 
the Jaguar is all hypo and no sales. The 
Bandito predicts that Atari's stock is in for 
a wild ride over the next year, up and 
down, so only those ivith money to lose 
should take a chance with it. Try bungee 
jumping instead; it's safer. 



3DOA? 

Well, it's hard to know u-ho to belie\'e 
these days when you hear people talking 
about multimedia. On the one hand, the 
3DO Company is touting the "fact" that the 
initial sales of Panasonic's Real 3DO 
machine (an odd name? kind of implies 
there's a fake machine out there... maybe 
they mean the Jaguar) were better than the 
initial sales of any other consumer 
electronics device. Now, granting that it's 
true, the figures may not mean \'ery mLich. 
Over what period of time are we talking 
about? And is this adjusted for the number 
of retail outlets? Does this mean units 
actuallv sold to customers, or just sold to 
the stores? Well, from what The Bandito 
can tell, apparently a whole lot of the initial 
imits were bought by developers, since 
they couldn't get them any other way 
(remember, 3DO doesn't make these, 
Panasonic does). Still, it seems that initial 
sales vs'ere good. 

But at the launch, there are only a 
couple of titles available, instead of the 
promised dozen or two. More are on the 
way, but it will take time to get a full shelf 
of titles. Meanwhile, the price tag and the 
lack of softi%'are has some people wonder- 
ing if 3DO is 3DOA. Onl\- time will tell, sez 
The Bandito. Check back in the spring to 
sec if the price is out of the stratosphere. 

The RAM in 3D0 was boosted to 3MB 
just before shipment, in response to 
developers who were feeling quite 
squeezed by the operating system, which 
had ballooned to a MB of space or even 
more. .Meanwhile, some of the de\'elop- 
ment tools (the ones based on liA' 
Macintosh graphics programs) remain 
buggyr, causing delays in the arrival of 3D0 
titles. And developers arc complaining 
aboiit the lack of a good compiler. Say, 
what else is ne\v? Seems like every time 
someone releases new hardware, they 
claim they'll have lots of software for it 
right away, and then if always fails to 
materialize on schedule. And the develop- 
ers tell that thev could have done it just 
like they said, Itut the compiler had lots of 
bugs, etc. Guess that's softivare hi/., folks. 

Compton's Killer Patent 

The world of multimedia was rocked 
by a severe patent-quake at Comdex, the 
giant computer show in Las Vegas in 
November. Seems that Compton's New- 
Media, a small multimedia developer best 
known lor their multimedia encyclopedia. 
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Lowest Prices in the USA Call 

Get on our mailing Jtsl You wiEl rocoive ou! free news 
Idler with seivice tips and great deals on hardware 
and acceaorjes Send us your name and address or 
ciiTclD the reader service number 



mjiismri 



.1 & C Repair 
Rl) 2 BOX 9 Rockton I'ii. 15856 
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SELF IMPROVEMENT SOFTWARE 



^BraitfrrainjJJ 

Our unique brainwiive synchronization tool is now 
belter (han t'ver, with new aurjl matrix tone 
control.-i, 6 dynamic entrainmciu screen.";, built in 
voc.ll stigoestion module-s, antl .in easily eonfigurablo 
Voict'. If you li.xvc been searching for a really 
effective aviio-hypnosis and sleep inducing system, 
cry Bra in Train. 

(For all Amigas) 

BT-1 Dream Control, Memory, Success, Exerci.se 
B'r-2 Stop .Smoking, Crealivity, Relaxation, .Sleep 
BT-3 Weight, Stre.<i.s, Relationsllip^, Procrastination 
$49.95 each plus $2.00 each shipping 

Free brochure upon request. 



InSfud^tchnoiogks. 

T.O. 'BoK,16G - Cottage grove - !\&l 55016 
715-273-6180 
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„ A Complete 

WjytS? Grapbics-for-Video 
^^ Training Course 

feotunng 
D.CT.V." and BRILLIANCE"- 
from DIGITAL CREATIONS 



PCTV' ■ A 3-VOLUME VIDEO SERIES 

Leorn to create dramatic logos and Iree hond art; learn 
to output 3D animations to videotope wjtlKXJt single 
frome reearderi; and leorn to create grapiiics for 
Special Event videos using DCTV's Digitizer. 
BIULLIANCE™-A 3>VOLUME VIDEO SERIES 
Learn to point and creote graphics in the new modes 
supported by AGA Amigas; leorn to create and 
animate complex logos in less thon ! hour; and learn to 
point and animate with tips and tricks used by working 
professionals. 

EACH THREE-VOLUME SERIES IS ONLY 



1 -800-325-5399 

HORIZON WEST PRODUCTIONS 
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Email; 6br@halc)'on.com 
Phone: 206-246-6077 



<i> 



.^\ 



3606 S. 180th St. C-22 
S»aTac,WA 98188 



LJI-T! 



y^ 5l»:iBS«.lfclCailltU! 




Bl»:VStl(«. TCP/IP NsliCmi Us 



\fM^% 



Biminale singie disk 
and diskette nraitations. 
Split and Join files by sizs 
or remalring free space - 
ifs transpeuBn! to a program. 

Make your C progrsms easity 
sham dsla and miiflitajk 
wffliln one Amiga or across 
many ccinp(jt6fs, Usinj tjrrli:'' 
Isarti paratel prcgfammlrq 
or creals scflirare j^ents. 

Exchtnsp data tstmstv REXX 
variables and comtnands of 
progiaris easiy s;id elsgantly. 
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ArtScope Industries | 

Presents 

The Brownstone House 

A collection of 3-D objecls in Imagine format 

Recently Rcnovau-J three story Brownstone 
House comes complete wilh plaster walls. 

Two fireplaces. Kay windnw, full moldings. 
Decorative archways, columns and morel 

Furnished Kitchen, balhrooni. Livinsroom. 
Dininsroom. Bedroom. Doors & Stairways. 

Includes furniture, appliances, cabinets, rugs, 
countcrtops. fixtures, lamps. paintin|s. etc. 

Ready to move In, Virtually. 
Lots of objects, fully colored &. textured. 

Send check or money order for 549.99 to; 

ArlScope Industries 

.15.1 I7lh Street 

BKLYN NY Il21.*i 

(71H) M.'i 3492 
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want to b« your 
«ourc« for Informatlonl 

onty 

brings you quality programming, news. 
Information, tips anil techniques from some of 
the world's top AMOS coders. Each monthly 
Issue contains page after page of great AMOS 
programming liiiormatlon. We also offer a large 
AMOS Dubllc domain and licenseware library 
and a Z4 hour support BBSI We carry exclUng 
new extensions - ask about TURBOl Don't miss 
out on all the AMOS action - become a 
subscriber todayl 
oniv $24/year-I2 Issues or ask for ttee sample; 

mmmm 

PO Box 450884 
Sunrise FL 33345-0684 

(3051 846-7969 US BBS 1305) 456-C126 
TUUO ortcr\il&n-iupor tost mop GOmmandi & Ddnor. totor tett, 
truly imooth icrotUng. UQrffciat. wctofi. toit graphic! t ni^cti mQfo! 



has betn awarded a patent mi nuillitncdia 
databases. Coinptoti'.s figures thi.s patent 
covers almost all the CD-ROMs being 
published — anything that has mnre than 
one type of data on it, and lets yoti retrieve 
that data in more than one way. Not only 
that, Compton's believes that their patent 
also covers interactive television and 
online services with graphic interfaces, and 
maybe a fL•^v other things, too. Compton's 
announced this to a shocked crowd at 
Comdex, and then foHovved tip by .sayisig 
that they want a 1% royalty on e\etybody's 
product that infringes. Oli, and if you don't 
sign up before June 1994, that royalty will 
be 3%. Or, if voii want to a\(iid the rovalty, 
you can sign up to have your product 
distributed by Compton's, or vou can buy 
their multimedia development tools and 
pay Conipton's a rtiti-time fee for evety 
copy of software that you sell that used 
their tools. 

As you might imagine, this concept 
has not gone over very well. (The Band i to 
would ha\'e loved to have the totnato 
concession for that press conference.) Amid 
the howls of outrage, multimedia 
developers are banding together to build a 
legal warchest to fight this insanity. 
Compton's is a small company, hut just a 
month after the patent was issued — but 
before they announced this to the world — 
Compton's was bought for S37 million by 
Tribune Publishing, <i S2.5 billion media 
conglomerate. So thev do have some 
resources to fight with. 



Meanwhile, The Bandito hopes that 
Microsi>fl takes an active ro!e in this, 
particularly since they have a legal 
juggernaut that's scarcely been doing 
anything these days. All they need to do is 
clean oif the Applesauce and roll it over 
Compton's. Sad to tell, though, with the 
sorry state of patent laws it may take \'ears 
to resolve this mess. The Bandito hopes 
that the Patent Office vvill someday hire 
someone u'ho's at least seen a computer. 
Hev, how about someone who knows 
something about the industry? Nah, too 
radical. 



PSST! 

Do you know of any rumors, 
gossip, sctittlebutt. or just 
plain dirt? If so, become a 
professional tattietale and pass 
these tidbits on to: 

The Bandito 

c/a Ainazing Cnmpuling 

P.O. Box 2140 

Fall River, MA 02722-2140 
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Corrections 



B&P Pattern Tool Correction 

In the ievie\\ of Bars & Pipes Professional 2.0. AC N. 10. it was stated ihiit the 
Pattern Tool did not accept real lime .MIDI input. This is incorrect. Open the tool, 
select liie Pencil icon and sunt playing IVoni your MIDI keyboartl. The Paltern 
Tool will record your input in teal time. The Pencil icon acts as a record button in 
this ctise. The only direcltons in the manual are found in an example on page 278. 

Addressit! Correction 

In (he Table of Contents description for the Addressh\ review, AC 9.1. it was 
staled that the author experienced printing prohlcnis. In the review itself, the 
author admits to some difficulties but tttlribiiled them to his printer and not to the 
software as indicated by the TOC description. 

AC apologizes for any inconvenience which may have been 

caused by the errors. 
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Join thousands of Amiga enthusiasts at 

The 5th Annual World Of Commodore AMIGA New York 
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World of Cnnimrelon; Amiga Toronlo December, 1993 



Meet Amiga Developers, see the 
latest new products, join hands- 
on sessions, and enjoy exhibits by 
some of the world's best Amiga 
vendors. There is no greater 
opportunity to meet with as 
many dedicated Amiga fans as 
a World of Commodore Amiga. 



DON'T MISS THE EXCITEMENT! 



k^i---^ 



world of 



■«!■]■■ I iiT^T^r* 



AMIGA 



Friday April 8, 1994: 10 am - 5 pm 

Saturday April 9, 1994: 10 am - 5 pm 

Sunday April 10, 1994: 12 noon - 5 pm 

New York Passenger Ship Terminal, Pier 90 

(between 48tti & 52nd on Hudson River) 



Free with admission: 

Seminars, Demonstrations, Exhibits and more! 

Discover the latest in CD^^ and Amiga technology in Multimedia Production, CD-ROM Technology, 
Special Effects, Amiga CD^^ Technology, Amiga Animation, Desktop Publishing, and Videographics. 
Plans include an Amiga CD^^ Arcade with the latest titles, plus Amiga vendors from around the worid! 



ADMISSION: 
$15-00 per day 
S30.00 for three-day pass. 



SAVE WITH PRE-REGISTRATION 

To pre-register complete and mail this form with check for $25,00 
(3-day pass) or $T0,00 (single day) BEFORE MARCH 11, 1994. 

Nome. 



9sn 



with Pre-Registration 




Make Checks payable to Ramlge Management Group, 
Mail to: 3380 Sheridon Dr., Suite 120, Amherst, NY 14226 



Coining 
Attractions 



by Henning Vahlenkamp 



It's time once again for another sneak peek at more new Amiga games. 
All of these games are either available now or should be available soon. 
Since demo copies were evaluated for this article, some features or specifi- 
cations may be subject to change. 



i] 
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Beavers (Grandslam) is a very cutesy 
platform arcade gnrne with a bit of puzzle- 
solving thrown in for good measure. As 
Jethro the beaver, you must rescue your 
family from some evil rabbits by getting 
through 20 le\'els, while collecting a bunch 
of stars. The piiz/le-soh'ing basically 
amounts to moving platforms around. 
Nevertheless, Bcavurs isn't quite as easy as 
it .sooms, although it's obviously intended 
for children. 

Quite remiiiiscent of Psygnosis' 
Awnios, Bhfhir {Core Design) is a pulse- 
pounding arcade blastfest. But Blastar adds 
improvements like horizontal and \'ertical 
scrolling in addition to .%0-degree scrolling 
sections. The only problem with the latter 



type of scrolling in this game is that you're 
limited to firing in eight directions, so extra 
m.ineu\'ering is needed sometimes lo zap 
those aliens. VVilhin its five levels you'll 
find great graphics and smooth 50 frame- 
per-second animation. 

F.iiiitii (Loriciel) is one of those rare 
arcade ad\'entures featuring a female main 
character. The heroine, Anthemis, is on a 
quest to destroy a powerful entity who 
escaped from a prison, hence the game's 
name. To accomplish this, she fights 
through fi\e large levcLs — teeming with 
enemies — using some type of firepower 
gauntlets and other power-ups foimd 
along the way. As in other games such as 
Swonl ofSotlim, vou'll basically kill 
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everything that moves. Graphics, 

including the backgrounds and the 
often grotesque monsters, are lush and 
detailed. Fans of this genre will 
probably enjoy Entity. 

If you've been around the Amiga 
games scene awhile, you may remem- 
ber Elile, a spnccfiight/trading game 
released a number of years ago. Now 
there's Front ivr (Gametek), the sequel to 
that famous game, and it's causing 
quite a stir. While the demo doesn't 
reveal too much about Frontier, it does 
show a rather long anunation sequence 
of two alien spacecrafts attacking a 
planet and subsequently being 
destroyed by a defending ship. The 
vector graphics are groat on accelerated 
or ACA Amigas, but slou' to a crawl on 
older, unaccelcrated machines. If the 
demo is any indication of the qualit)' of 
the game. Frontier should be excep- 
tional indeed. 

While not as popular in America, 
soccer is all the rage in Europe. This 
immense popularity has spawned a 
host of Amiga soccer games, including 
CamI! (Virgin Games), an e,\cellont 
newcomer by the creator of Kick Off' I 
and 2. Comparable to Sensible Scccer, 
which is widely considered the best. 
Goal! tnkes more practice to master. It 
also offers an incredible range of 
features including multiple views and 
field conditions, realistic player 
movements, and invoK'ed league play, 
plus much more. Seriously worth 
considering for soccer fans. 

Nippon Siifcf Inc. (Dynabyte 
Software) takes the graphic adventure 
game interface to new heights of 
simplicity. You nio\'e your character by 
pointing and clicking, and the mouse 
pointer identifies all objects of interest. 
The right mouse button brings up a 
spartan selection of operation (open/ 
close, examine, take, and speak) and 
inventory icons, which provide 
everything necessary for interacting 
with the game. While simple, the 
interface is rather effective. Inciden- 
tall)-, the story re\'olves around the 
ad\entures of three ex-cons in the cit}' 
of Tioko. At least it's original. The 
Japanese-style cartoonish graphics are 
attractive and apprtipriate too, and 
Nippon Safes Inc. even multitasks. 

Besides being the game's title, the 
ivords "No Second Prize" clearly 
emphasize the goal of this motorcycle 

racing game. In NSP (Thalion Simulations), vou compete against a 
ma.\imum of fi\'e opponents on one of 20 tracks. Amenities include 
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Ffom top to bottom: Entity, Nippon Safes, and 
No Second Prize, 
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oulomalic or iiii.inual shifting, full moLisf cnntrol with adjust.ibk' 
sensitivity, game saving, and a choice of six drivers with differing 
abilities — but no choice of bikes. The kev feature is the flight- 
simulator-like polygon graphics. From the vantage point on your 
bike, the sense of realism is heightened by fast, fluid graphics and 
superb sounds like when you whiz past an opponent. The only 
thing missing is the rush of wind blowing against your face. 

Peace exists throughout the uni\'erse 500 years in the future, 
but of course crime is still around. To deal with this problem, the 
Confederation, the governing body, uses private teams called Ci\-il 
Defense Units. In Oixidiive (Infacto), you're a member of one of 
these units, and you'll engage in four different episodes to stomp 
out crime. Although it seems to be a role-playing or adventure 
game. Overdrive is really a multi-directional shoot-em-up. 
Noteworthy technical aspects include 64-color graphics, varied 
music. Workbench support, virtual memory, and game saving. 
Only hard-disk installation is absent from this well-designed 
game. 

Stardust (Bloodhouse Limited) stands out mainly on its 
technical merits, as its multi-level alien-zapping theme isn't too 
different from many other games. The use of raytracing, for 
example the asteroids that threaten to squash your ship, is 



impressive. Then again, I recall that the awesome opening 
sequence to Blood Money, a Psygnosis classic, had similar effects. 
Animation is likewise terrific. All in ail a good bit of fim. 

Woodi/'s World (Vision Software) is similar to other cartoonish 
platform-arcade games aimed at younger players. You guide 
Woody, a diminutive elf, through multiple worlds in search of 
treasure and, more importantly, tiic magic crystal the king charged 
him with retrieving. The task isn't especially difficult given the 
low amount c>f enemies, and game violence is limited, a consider- 
ation that parents undoubtedly will appreciate. 

Before closing, I'd like to share an interesting game-related 
rumor circulating online. It seems that Sierra may be considering a 
return to the Amiga market with King's Qufsl VI for AGA. The 
slo^vness of their games was part of the reason whj' they left, so 
they're looking to outside developers to do a con\'ersion from the 
PC. Let's hope this is true, as it would be great news for Amiga 
gamers. ,/^q. 

Please Write to: 

Henning Vahlenkamp 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, MA 02722-2 140 



Focusing on Pbodoctivity 

To do a proper job, you need the right tools. These Amiga products will improve )/our 

productivity, enhance the quality of your work, and will give you access to new resources. 

Each and every one of these product have been designed to assist 

you in every aspect of production. To find out more about 

these products, call {2 1 7) 352 006 1 or visit a dealer near you. AnORAG^ 

Whether intended for 




34 E. Mijn Sir,«23 . ChwnpaJgn. H € 1820 
Hmnt ; |JI7) 3S2.«)tl - Fa> ; Iil7) 3S2 0043 
ll il aknowEc^t^ thll all tndemariu ire dw 



PHOTOWORX 

Allows reading of Photo- 
CD's on Amigas"' equipped 
with a XA-compatible CD- 
ROM drive. PhotoworX 
displays all photos on 
screen on a "contact- 
sheet" and comes standard 
with powerful integrated 
image-processing tools. A 
free sample Photo-CD is 
also included. 



AMIGA LINK 

Network up to 20 
Amigas™ over a distance 
of up to 300 feet. Every 
Amiga'", from ASOO and 
CDTV to A40a0 can be 
used. This low cost 
network can be installed 
and configured in minutes 
Features 

• Uses external floppy drive 
port. No installation 
required. 

• 450000 Bits per second 

• Works with W8 1.3 and 
higher 



presentations, info-systems 
or video-footage, there is 
no effects-generation tools 
that surpasses Adorage in 
versatility or results. 
Adorage enables dazzling 
2D and 3D transitions 
between scenes and 
images in near real time. 

Features 

• Infinite effects through 
definable parameters and 
effect combinations 

• Full AGA support including 
256 colors and HAM-B 

• Creates Super Smooth 
Animations (SSA) or IFF 
animations 



CLARISSA 

ClariSSA Is essential for 

anyone creating or playing 
back animations on the 
Amiga™. The power of 
ClariSSA is that it enables the 
generation of Super Smooth 
Animations (SSA) from 
existing animations created 
with other Amiga'" programs, 
vasdy improving playback. 

Features 

• Unlimited color palette. You 
can have a different palette 
for each frame of the 
animation. 

• Full AGA support including 
255 colors and HAIVI-8 

• FullARexx Support 

• Mark, cut, copy and paste 
single frames or sections 

• Integrated screen grabber 

• Convert AnimS animations to 
SSA for more natural 
playback 
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—DIGITAL F/X continued from page 68 

screen as your straight edge. Vary the speed of application so as to 
produce an almost noisy, coastal-like pattern. Make sure that you 
end up with at least a quarter of inch of just white around the 
edges as shown in the boltoin screen of I-igure 3. Use a square 
brush and the rectangular line tool to outline the page for this 
purpose, Sa\'e this as your jagged background image and exit 
DPaint. 

Now enter ADPro, load this image, and scale it so it is 15% 
larger in both dimensions than the image that you want to add the 
edge to. If the aspect ratio of the two images are too dissimilar, 
you'll need to create the background image with more appropriate 
dimensions to begin with. Otherwise when you scale the back- 
ground to fit the main image, the jagged edges for the adjacent 
sides x\'ili appear disproportionate to each other. Once the jagged 
background is scaled, blur this imago approximately seven or 
eight times, as shown in the top screen of Figure 3. .Mow simpiv 
COMPosite your main image onto this one, and when the 
composite requester appears, center the smaller main image onto 
the jagged background. View the results to make sure the main 
image lies within the borders of the black, jagged region; if not, re- 
scale the background to make a better fit. When viewing this on 
white paper, you should see only the jagged edge and not the 
white edge color of the image. 

Patterned Edges 

As with jagged edges described abo\'e, initialize the same 
type of black and white screen setup in DPaint. Now instead of 
using a plain circular brush with the splatter tool, make your own 
brush. Consider picking up as a brush one of the Dingbat text 
characters at about 45 points or even just a letter of the alphabet 
for unusual results. For the more adventurous, trv creating an 
ANlMbrush of a text character rotating around its center axis in 16 
frames. Once you'v'e decided on your brush, \ve'll use this as the 
pattern for the border of the image. 

Next, open the spacing requester under one of the line tools 
as shown in Figure 2, click on every Nth dot with a spacing of 
about 30, and then okay. Select the rectangular line tool and draw 
a border the full screen size using your defined brush. As before, 
make sure to seal any open spots along the ver)- edges with the 
color you just used for the brush. Before you save this image, vou 
have two options to consider for its destinv. 

As it stands, simply use it in the same \'ein as a jagged edge 
background, except now it's a patterned edge background. Or by 
reversing the colors so the interior is \vhite and the border is black, 
you get an interesting Alpha channel to be used as a mask bet\veen 
two other images of your choosing (Figure 4). Bv now vou should 
he acquainted enough with how to deal with this image in ADPro 
as either a background or an Alpha mask to preclude me from 
discussing the composition process further. 

OpalPaint and ARexx 

Like my pre\ious articles, most of the information needed 
regarding these techniques can be garnered from the included 
ARexx script as the code is fnirlv well commented for you and or 
my own benefit. If you've had OpalVision for a while, you should 
be familiar with OpalPaint's incredibly versatile ARexx command 
set by now. The commands used in OpalPaint are very self- 
descriptive to enable you to follow what's being done. 

Unftirtunately, like DPaint, OpalPaint does not allow any 
drawing operation that is larger than the current screen size. In 



some instances, this litnitation can be overcome, as demonstrated 
in the accompanying ARexx script when drawing feathered edges 
on an image that is larger than the screen. When the operation in a 
.script is broken do^vn into smaller than screen-size steps, 
OpalPaint will automatically scroll the screen to accommodate. I 
know this is nitpicking, but I hope OpatTech fixes this little 
handicap so one can accomplish any continuous drawing 
operation on any size image. 

On the phis side, OpalPaint does allow the use of textures 
when performing a drawing operation. You can choose the type 
and strength for the texture from the Paper Types control in the 
Nozzle Manipulation menu. When these are combined with 
transparent drav^'ing operations as in the feathered edge option, 
some very interesting results occur (Figure 6). 

Well, I hope you've found this month's subject matter useful, 
or at least mildly interesting. Now that you understand the basic 
principles for edge creation, I encourage you to explore the 
coLintless \'ariations possible for manipulating those once boring, 
lifeless borders of the past. 



Listing 



PhoEOEdge.oprx vl.fl by wiXlisjn Frawley 
Kovamber 11, 1993 



Autcouitically creaces cransparent, textured, 
and splattered edgea or vigEctteB for images. 



•/ 
*/ 

*/ 



OPTIONS RESULTS 



Load rexxarplib. library / Ineure Workaench to baclc 



IF -SKOW( 'L% 'rexiarplitJ. library') THEN, 
CALL ADDLiBCrejmarpIib, library', 0,-30) 



CALL ScreenToBaclcl ) 



/• This will ineure that WorJtbonch •/ 
/* screen will not pap to front '/ 
/" when this script is activaned. */ 
/* WBeneh is default; arg for this •/ 
/* function. */ 



ADDRESS 'Opalfaint ^exx' 



Begin Script 



/•• Show Title **/ 

Afllt&ool 'Photq Edge KaJter vl.O, by William Frawley* 
\n\n OKAY to Continue, cancel to Alx)rt.' 
IF RESULT=0 THEH EXIT 



/** Make Backup &ige? **/ 
CALL KaKeBackup 

/** Ser Preferences **/ 



Save Setup 

Panic 



y*" Determine Page Size and Change Screen Reaolution if **/ 
/*" necesBary, ••/ 



PageSize 
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PARSE VAR RESULT W H 

PageRss 

ReEOluCiDn=DPI'ER(RE£ULT)IF ResolUtion-^'HIRES INTERLACE OVERSCAN' THEN DO 
PageSise W H HIRES IKTERLACE OVERSCAN 1 

/* ^ l=Scale, O^Crop *l 

/*• What Type Of Edge? "/ 

AskPrap 13 1 'Choose Type Of Edge Desired: \n 

\nl^Fea.there3 2=splactered 3 -Vignette' 
IF RC-^0 THEN EXIT 
Cboice=RESULT 



Laat Chance To Bail Out 



Askaool 'Continue?' 
IF RESULT=0 THEN EXIT 



/** Branch PrOceBS **/ 

SELECT 

WHEN Choice-1 THEN CALL Feather 
WHEN Chciice = 2 THEN CALL Splatter 
OTHERWISE CALL VigHfittfe 

END 

fiestoreSetUp 
Okay 'Finiflhed! ' 



IHTEMAIi FUNCTIONS 






Make Backup Page? 



HakeBackup : 

AflkBool 'Hake Backup faga?' 

IF ResulC-sO THEN DO 

CurrPage /* Get # of our current page ' 

OriginalPage=Result 

ClonePage /* Clone original page settinga tn new page 

OpenPages /■ How inany pages are currently open? 

HewPage=Sesult /" Assign work page to last in list 

CopyPage DriginalPage NewPage /* Copy contents of orig 
/» page to new wark page 

PicfcPage SewPage /• Hake work page our current page 

END 
ELSE KOP 
RETURII 



/* 
f* 
I* 



Feather/TeKture Edge 



/** Initialise PaperType Array To Opal ' fl PaperHamsa **/ 

PaperType ^ -0 
PaperType . l=Hairy?aper 
PaperType . 2 ^Hes sian 
PaperType . 3 =Rice?aper 
PaperType . 4 =RaiighPaper 
PaperType. b-Tilel 



/•• Query Edge Transparency Factor **/ 



AskProp 1 10 ^ 'Enter % of edge to be transparent (1-10)' 
IF RC--0 THEN EXIT 
Percent =RESIJLT/ 100 
Edge^TRUKCl { (Wi-H)/2) 'Percent) /* Calculate feather edge */ 



/*• Plain Feather Edge Or OpalPaint's Paper Textures? 

AflkBool 'Would you like Textured or Plain edge?\n 

\n Textyred=OK Plain=CANCEL' 
TexturesRESULT 
IF Texture THEH DO 

ABkProp 15 2 'Which typ6?^n 

\nl=Hairy 2=Kessian 3-Rice 4=Rough 5=Tilel ' 

IF HC-=0 THEN EXIT 

i=RESULT 

AskProp 1 100 50 'Enter X of Texture strength* 

IF RC-=0 THEM EXIT 

Depthir RESULT 

SetPaper PaperType. i Depth 

END 



/•• Choose Background Color, If Image Destination Ib **/ 
/•* For Print, Choose Color Equal to Paper Color. **/ 



Okay 'Pick Background color from Paint Pot a' Menu DiSMXiB 



I** Set Up TranapsrsQcy Gradient **/ 

SetDrawMode 1 /* PAIHT Mode •/ 

ClearTransGrad 

FillMode GRADIENT 
GradType HORIZONTAL ^ 
TraneGradTag Q 
TranaGradTag 1 100 



/•» Draw Edges, when Using ARexx, All Drawing Operations *•/ 

/** End At Coordinates 470,735 In HIRES INTERLACE OVER- •*/ 

/«* SCAN. Therefore, We Must Subdivide Procedure If Page •*/ 

/** IB Larger Than Screen Size. ■*/ 

IF H>C76 THEN DO 

SolidEecL Edge 470 

SolidRect 471 Edge H 

TranaReverse (* Reverse transparency tags */ 

SolidHect W-Edge w 470 

SolidRect W-Edge 471 W H 

END ELSE DO 

SolidRect Edge H 

TcanaReverae 

SolidRect W-Edge W H 

END 



GradType VERTICAL 



/• Change orientation of gradient •/ 



IF W>736 THEN DO 

SolidRect H*Edge 735 H 

SolidRecc 736 H-Edge W H 

TransReverge 

SclidRect 735 Edge 

SolidRect 736 W Edge 

EKL ELSE DO 

SolidRect H-Edge w H 

TrangReverae 

SolidRect W Edge 

EilD 

Menu ENABLE 



/* 



Splatter Edge 



/** Store EDGE and BACKGROUND Color Pot Locations •*/ 

AekBOcl 'flck EDGE color from paint pons before 

\nexiting this re(iuester.' 
IF RESULT=0 THEN EXIT 
Active Pot 
EdgePct-RESULT 
ABkBool 'Pick BACKGROUND color froo paint pots before 

\nexiting this recjuester.' 
IF RESULT=0 THEN EXIT 
ActivePot 
BkgdPOEzfiESULT 
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/'* Adjuflt Square Horzle Sice To 1.5H Of Inage's *•/ 
/" Average Dlmenfllon. ••/ 

ResetAToQl 

Noz9Dian=TRUNC [ ( {W*H1 /2)* .075) 
NozzleSize i4az9Diam KozSEiam 
ActivePot EdgePoc 

Menu DlSABLP 

/•• Vheu Drawing LISEs Haximim Screen- Coordinatea Should •■/ 
/■• fie X Less Than Screen Size Because Coordinate Syacein **/ 
/•• Begins At (0,0) not (1,1), Otherwise Line will Not ■*/ 
/** Draw* ••/ 

/•* Draw EDGE Color Border Firac, *•/ 

X-W-l 

Y=H-1 

O££aet=0 

CaIjIj DrawBorder 



/»• Draw BACKGROUSD Strip Around Perimeter Next- 

ActiveNcpiile S ResetATool 
NozB DiajnsTHUNC ( No iSDlam* , 6 ) 
HozzleSize NoiBDlani HozaDiam 
Activefot BkgdPot 
CALL ErawBorder 



/'• Draw Splatter E££ect Where EDGE & BKGD Intersect. **/ 

ActivsHozsle 4 
Reset ATool 

SetATool Splatter 65 /* Raiee Weiflhc for large images. •/ 

Noz4DiaiE-TRraciHozeDLain*.7J /* Set circular splat noz •/ 

NozzleSize Noz-lDiam Haz4Dian5 /■ at 70^ of tics' nozzle, */ 

XtW-l-TRTJKC<No28Diam/2) /* Use offset value half the ♦/ 

Y=H-l-THnHCfNDzeDian/2> /• Bize nf total border width */ 

Offaet=TflUNC(HozBDiHin/3 1 /■ adjusting left k irottom '/ 

/' C&ordiDates accordingly. •/ 



ActlvePot EdgePot 
CALL DriwBortier 



/" Blur Splatter Line **/ 

SetSpare 1 slur 100 
SetDrawKode 19 100 
X=w-1 
y=H-l 
OffBat=0 
ActiveNQzzle 9 
C?lLL DrawBorder 
CALL DrawBorder 

Henu ENABLE 

RBTTHtN 






Draw Border 



IF W>736 k H>476 THEN DD 

Line Offset Offset 735 Offset 

Line 736 Offset X Offset: 

i.lne Offset Y 735 Y 

Line 736 ir x Y 

Line Offset Offset offset iTO 

Mne Offset 471 Offset Y 

Line X Offeet X 470 

Line X 471 X Y 

EKC 
ir W>73S S H<^476 THElf DO 

Line Offset Offset 735 Offset 

Line 12€ Offset X Offset 

Line Offset Y 735 Y 

Line 736 Y X Y 

Line Offset Offset Offset Y 

Line X Offset x v 

END 
IF W<=73fi S K>476 THEK DO 

Line Offset Offset Offset 470 

Line Offset 471 Offset Y 

Line X Offset K 470 

Line X 471 X Y 

Line Offset Offset X OfEset 

Line Offset Y x y 

EMD 
IF W<=736 & H<-476 THEM DO 



Rectangle Offset Offset X+1 Y»l 
END 
ELSE NOP 



Vignette 



Vignette: 

/•* KOTEt "/ 
Okai^ 'NOTE: Vignette must be <= screen size to worki' 



/** Calculate Center Of Page 



KC»M/2 
yc-H/2 



/•* Pick Edge Color *•/ 
Okay 'Pick Background color from Paint Pots' 

/** Arrange PadialFree Transparency Gradient ••/ 

SetDrah-Hode 1 
ClearTransGrad 
FillMode GRABIEHT 
GradType RAEIALFREE 
TranBGradTag 100 
TransGradTag .9 100 
TransGradTag I 

/•• Get Size Of Vignette From User *•/ 

Okay 'Drag out rectangular vignette perimeter' 

Menu DISABLE 

GetHect 

PARSE VAR RESULT XI Yl X2 Y2 



/•• Calculate Range /Orientation of Radial Transparency *•/ 
/*• Gradient ♦•/ 

vigXC*Xl+TRDHCUX2-Xl)/2) /• The grad's orientation is-/ 

Vig¥C=Yl+TBnHC{(Y2-Yl)/2) /• calculated fron center to'/ 

GradRange VigXC VigYC X2 Y2 /■ lower-right corner of •/ 

/* drawn polygon. */ 

/*• Draw vigne-te *•/ 

SolidRect W H 

Menu ENABLE 



•AC- 



Please Wrife to: 
William Frawley 

c/o Amazing Computing 
P.O. Box 2140 

Fall River, MA 02722-2140 
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Back Issues at these incredible prices! 

Just Look: 

ANY 12 BACK ISSUES 

Amazing Computing: 

$29-93 

$201 

(S25 Foreign) 

(liuluik-.s .shipping S: li:iiidling) 

ANY 4 BACK ISSUES 

AC'S TECH: 
$45.00 

$40! 

(Includes .shipping S handling) 
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List of Advertisers 



Please use a FREE AC Reader Service card to contact ALL 
advertisers wtio tiave sparked your interest. Amiga product 
developers want to heor from you I This is the best way they have 
of determining the Amiga community's interests and needs. Take 
a momerit novi/ to contact those companies featuring products 
you want to learn more about. And, if you decide to contact an 
advertiser directly, please tell them you saw their advertisement 
in Amazing Computingi 



Advertiser 


Page 


Reader 
Service 
Number 


AMOS 


Cll 


134 


Armadillo Computing 


70 


* 


Artscope Industries 


72 


117 


ASDG, Inc. 


5 


102 


Augmen Tek 


72 


119 


Computer Basics 


48 


101 


Computer Basics 


49 


101 


Delphi Noetic Systems, Inc. 


35 


■ 


Devine Computers 


19 


110 


Digital Creations 


cm 


109 


Digital Creations 


CIV 


108 


Digital Imagery 


4 


125 


D.K.B. 


21 


194 


Dreamworks 


34 


151 


Expert Services 


7 


116 


Fargo Electronics 


9 


121 


Great Valley Products 


1 


105 


Horizon West Productions 


71 


123 


INOVAtronics 


11 


114 


InSpiral Technologies 


71 


166 


J&C Computer Services 


71 


165 


Memory Management 


70 


103 


Micro R&D 


36 


118 


Migraph, Inc. 


16 


130 


Oxxi, Inc. 


56 


159 


Playfield 


72 


106 


S.A.S. Institute 


24 


131 


Scientific Amigan 


62 


112 


Signs Etc. by D. Knox 


70 


132 


Spectronics International, USA 


76 


126 


Utilities Unlimited 


15 


115 


Whitestone 


63 


148 


World of Commodore 


73 


107 



This company wishes to be contacted directly. 
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The AGA Chip Set 













Amiga 
Gaming: 



Too UHLE, 
TOO LATE? 



by Jeff James 



A few short yuars ago, AmiHii gnmers had it all. Back then, 
Amiga owners were often Mie first computer users lo see the best 
computer games money could buy. Games like RutHc Chess 
(Interplay) and Dcfciuhr oftlw Crown (Cinemaware) v\ere often 
released first on the Amiga; developers knew the Amiga could 
play games like no other computer. Back in 1987, the Amiga's 
colorful graphics, speedy graphics coprocessors, and stereo sound 
put the then black-niid-U'hitc Macintosh and 16-color RGA IBM- 
compatible computers to shame. If you wanted to play game.s on a 
personal computer, the Amiga was the best money could buy — 
period. 

Unfortunaiefy, that situation has changed markedly over the 
past few years. Today, powerful MS-iX>S computers equipped 
with speedy 48b-processors, massi\'e hard drives, colorful 256- 
color SVGA displays, and "16-bit sound cards have replaced the 
Amiga as the number-one gaming platform in the United States. 
Amiga owners ha\e been forced to salivate at a distance over the 
monstrous, hard-drive sprawling MS-DOS games such as Falcon 
3.0 (Spectrum Holobyte), Wing CoiiimiiiukT: PiiniUvr (Origin) and 
Link 3S6 Pro (Access software), games that will most likely never 
be ported to the Amiga. The Amiga's market share in the U.S. has 
steadily eroded over the past year or so. E\en in the United 



Kingdom — where the Amiga has iong been considered the home 
computer of choice — the Amiga is losing groLind to io\\'-cost IBM 
compatibles. 

When Commodore released the Amiga 4tlOt) and 1200 late in 
1992, the company seems to have said, "Don't write the Amiga off 
just yet." With the arrival the of the AA chip set, known also as 
AGA for Advanced Graphics Architecture, found in the .^miga 
1200, Amiga 41I0D, and Amiga CD32, Commodore has at least 
leveled the playing field. Capable of displaying 256-eolors in a 
wide range of resolutions, the Amiga can now support the 256- 
color standard employed by MS-DOS and Macintosh computers. 
The AGA chip set is the greatest leap fonvarti for the Amiga since 
its introduction. Butivill it be enough? 

In this first installment of a two-part series, we'll take a look 
at ho\v the AGA chip set is changing the face of Amiga gaming. 
We'll examine why the AGA chip set is so crucial to the future of 
the Amiga, and what it means for game de\-elopers. We've talked 
to a few U.S. Amiga developers and asked them what they think of 
the new chip set. A fcv\' de\'c!opers 1 talked to, such as Interplay 
and Sierra, even mentioned some AGA-capable products they 
have in the works. 
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Tech Specs 

The AGA chip set improves upon tine enliancod chip set 
(liCS) in four primarj' areas; bandwidth, resolution and number of 
colors, maximum sprite size, and improved special modes. 

Bandwidth: Unlike the Ih-bil ECS, the AGA chip set is a 32- 
bit design. Ihis larger bandu-icith gives ACA-eijuipped Amigas a 
four-fold performance increase over their ECS cousins, alkn\ing 
for more colors, higher resolutions, faster animations, and 
smoother scrolling — perfect for wickedly fast arcade games. 

Increased resolulion and color palette; The AGA chip set 
brings a variety of new screen resolutions to the Amiga — up to 
and including an impressive 1280 X 1024 resolution. Combined 
with the new color capabilities, the AGA chip set is capable of 
displaying up to 2?6 colors in a wide range of resolutions, 
including the popular 320 X 200 and 640 X 480 256-color modes 
commoniy used in IBM-compatible SVGA ganics. 

Sprite size: When it comes to sprites, the AGA chip set is 
capable of displaying larger sprites in both low and high resolu- 
tion, ECS Amigas are capable of displaying sprites in low 
resolution, up to 16 bits in width. The AGA chip set allows sprites 
to be either low or high resolution, and increases the maximimi 
sprite size to a whopping 64 bits. This translates into larger, more 
smoothlv moving bug-eyed monsters and spaceships in .AC^A- 
capable arcade games. 

Special modes: In addition to the vast increase in color depth, 
the AGA chip set introduces a \'ariety of special new graphics 
modes. HAMS is an update to the venerable HAM graphic mode 
found in OCS and ECS Amigas. Unlike HAM, which is limited to 
4096 display-able colors, HAMS supports up to 236,000 simulta- 
neous colors. HAMS, like HAM, causes a serious drain on Amiga 
system resources, making these modes suited best for title screens 
and introductory animations when used in games. Tlic Amiga's 
dual plaj'field mode, which allows two screens to be visible at 
once, with part of one being transparent, letting the other one 
sho^v through, has also been improved. Up to 16 colors can now be 
used on each pla\'field, a considerable impro\ement o\er the less 
colorful, dual-playfield capability of the ECS. The dual playfield 
mode is used often in games to create smooth, parallax scrolling 
effects. Finally, a feature called Mode Promotion allows the AGA 
chip set to improve the quality of standard 15KHz Amiga displays 
on VGA monitors, eliminating interlace flicker. 

Tlae bottom line? AGA gives game de\elopers more colors, 
larger sprites, and faster speed than ever before. 

Biggest Advantage for Game Development 

When choosing the single most important nc\'.' feature of the 
AA chip set, developers almost unanimously agree that the ability 
to display 256 simultaneous colors is tops. Phil Moody, Project 
Manager of Holly\vare {Hci. Cftnworks and Lmi< of Time), stated 
that the most important feature of the .AGA chip set was undoubt- 
edly the 2?6-color support. "The ability to convert 256-color [IBM 
VGA] software to the Amiga without downgrading the image is 
the single most important feature of the new chip set," Moody 
says. Jack Nichols, an Amiga Technical Support Representative at 
Sierra On-Line, agrees- "Since game companies have adopted the 
unwritten standard of 256 colors for games, this places the Amiga 
back into the practical position for development." 

In addition to the increased number of displayable colors that 
the AGA chip set brings, the faster processor used in the A 1200 
(with a 14Mi-lz 68EC020) was mentioned as one of the best new 
features of the new Amigas. Since most commercial software 
developers support a wide range of computer platforms, the 



ability to easily port products from one platform to another is an 
important one. Now that the Amiga can compete ivith other 
platforms in the graphic arena (with a 256-coior display), 
developers hope that Amiga owners will buy Amigas equipped 
with hard drives. According to Ted Morris of Westwood Studios 
(Du)ic II, l.c^jcjii/ of'Ki/njiuliit), one of the major hurdles in porting 
titles to the Amiga is bei[ig able to squeeze a large MS-DOS game 
onto a floppy-only Amiga system. Two of Wcstwood's newer 
games for MS-DOS computers — Lands of Lore and Legend of 
Ki/mmiiiJ II — are simply too large to he converted for use on 
floppv-only Amigas. Nearh' all developers agree that the more 
Amigas with hard drives, the better. 

U.S. AGA Game Development 

Currently, the bulk of .Amiga game development is taking 
place in the U.K. The shrinking market share of the Amiga in the 
U.S. personal computer market and the limited shelf space given 
to Amiga software in the large national software chain stores, such 
as Soft^vare Etc, and Waldensoftware, ivere two of the biggest 
reasons cited by developers for the decline in stateside Amiga 
software development. If Commodore could sell a large number of 
Amiga 1200s over Christmas, some developers mentioned they 
vvould give the Amiga market a strong second look, "Unless 
Commodore can sell enough of them, the new .AGA-cquipped 
Amiga computers may have very little effect on future games," 
cautions Morris of Westwood Studios. "Most publishers won't 
devote time to products that have such a specialized and limited 
user base." 

Convincing developers to produce new AGA-capable game 
softivare for the Amiga is one thing; being able to find and 
purchase those new Amiga games is another. "Consumers can't 
find Amiga software at most of the major software retailing 
chains," savs Dasid Lester, President of Impressions Software 
(Git'Siir, Air Buck). Lester added that unless the limited distribu- 
tion network for .Amiga sofhvare, mostly to independent software 
dealerships and mail order companies, is expanded. Commodore 
would have a tough time convincing potential Amiga customers of 
the value of buving an /\miga. A computer without readily- 
available softivare is a tough sell to any consimier. 

Because of these factors — and others like software piracy — 
Amiga software development in the U.S. is at an ail-time low. 
Most of the larger U.S.-based software publishers have suspended 
any new development for the Amiga, adopting a wait-and-see 
attitude. Sierra, Dynamix and LucasArts have suspended support 
for the Amiga indefinitely, although representatives from all three 
companies mention that they are watching the .Amiga market 
closely. "The Amiga would need to demonstrate significant 
domestic sales growth in order for us to reconsider developing 
products for the platform," says Sue Scserman, Public Relations 
Director for Lucas Arts- 
While man\' of the larger .American software de\'elopers have 
stopped de\eloping or distributing software for the Amiga, there 
are a few companies still continuing their stateside Amiga 
softi\'are de\'elopment efforts. One of the most notable is undoubt- 
edlv Interplav Productions, which is currently working on 256- 
color AG/\ con\*orsions of two of their popular VIS-DOS games: 
Star Trek Vie 25th Annivcrsmy (ST25) and Gisf/cs //. Interplay plans 
to release the CD32 version of Castles n first, with the disk-based 
version of ST23 to follow. At press time, Interplay had decided to 
release Castles il only in CD32 format, with the possibility of a 
disk-based version for A1200 and A4000 ouners unlikelv. 
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Although Siorra has stopped development for the Amign in 
its U.S. office, the company is working with an unnamed Euro- 
pean software developer to evaluate porting some of its MS-DOS 
titles to the Amiga. Chief among these conversions is that of the 
best-seliing MS-DOS version of Kiiii^'f Qiicft VI to the Amiga 1200. 
According to [3iU Crow, Sierra's Director of Systems Technology, 
the decision to port KQ6 to the Amiga hinges partly upon how 
well the con\-ersion will run on the Amiga 1200. "The goal is to get 
reasonable performance on a hard-dri\'e equipped Amiga 1200," 
Crow says. Crow cautions that the port is not a certaintv; the 
project could be scrubbed if adequate performance could not be 
achieved on the target Amiga configuration (a hard-drive 
equipped A1200), or if the .■Amiga's market position worsens. 

Other U.S. software publishers are importing Amiga titles 
from their U.K. divisions. Electronic Arts recently imported 
Symlkale and Spncc Hulk — two non-AGA games though the first is 
planned for release on the CD32— to the U.S. from Electronic Arts 
U.K. Maxis (SimAnt, A-Tririn) defers to their U.K. branch for most 
new Amiga game de\'elopment, with SimLife AGA being the latest 
release from that dii-ision. Like\vise, Microprose U.S. depends on 
the British Isles for Amiga development, with an AGA version of 
CmiUzatkm available in the U.K., but not distributed in the U.S. 




support the Amiga again. Developers suggest that Amiga owners 
take the following steps: 

1 . Write letters 

When asked what Amiga owners could do to convince game 
developers to keep supporting the Amiga, Phil Moody of 
Hollyware SLiggested that Amiga users write letters to game 
developers encouraging them to continue supporting the Amiga. 
A warranty/registration card is an ideal medium for expressing 
\'our thoughts. After purchasing and enjoying a piece of Amiga 
game software, return the completed warranty card to the 
developer, encouraging them to support the .Amiga's new .'\.A- 
chip set and to continue developing games for the Amiga. 
"Everything helps," says Da\'id Mosher, a graphic artist for 
Interplay; "send letters, postcards, anything to let de\-eiopers 
know that you want them to keep supporting the Amiga." Online 
services such as CompuServe and C.Enie are also ideal for leaving 
messages and comments to game developers. Regardless of the 
medium used, short, polite messages are likely to get the best 
response. 

2. Buy .A.GA Technology 

Nearl}' all developers stressed the importance of buying into 
AGA-technology. "Buying the repackaged, eight-year old 
technology of an Amiga 600 competes with the placement of the 
Amiga 1200 as the neiv base machine, and is destructive to the 
Amiga market," says Sierra's Nichols. Developers suggest that 
new users buy only AGA-capable Amigas, and buy them with as 
much hard drive capacity as possible. The Amiga 1200 with a 
40MB or larger hard drive is the new "base configuration" that 
many developers spoke of. The more hard-dri\'e equipped A1200s 
that developers see in the market, the more likely they are to 
attempt porting the hard-drive sprawling computer games 
common in the MS-DOS world to the Amiga. The bottom line on a 
new Amiga hardware purchases? Don't buy anything iess than an 
Amiga 1200 \vith at least 2MB of RAM and a 40MB hard dri\-e. 

3. Support developers who support the Amiga. 

Some Amiga owners may be tempted not to buy an Amiga 
game because it lacks a certain feature, such as hard-drive 
installation or support for the AGA chip set. Developers caution 
that such purchasing patterns will send the message to game 
de\'elopers that the Amiga market is not worth developing for. No 
sales equals no new games. Ted Morris of Westwood suggests that 
Amiga owners "... purchase their favorite Amiga games, and then 
ask publishers to support the AGA chip set in the future. If our 
Amiga games sales were just a little higher, we would accelerate 
some of our other Amiga projects to meet market demands." 

In a future article, we'll take a look at Amiga gaming in the 
U.K., talk more about the new Amiga CD32, and ask developers 
what they think of Commodore's relationship with the software 
development community. 



Trend Reversal 

Although the Amiga's position as the premier computer 
gaming platform in the U.S. has been losl, most developers are 
quick to mention that it isn't too late to get software dc\'elopers to 
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Lemmings 2: The Tribes 



by Jason D'Aprile 



Way back when, Psygnosis re- 
leased Lemmings, which 
promptly scampered its way to 
the top of the Amiga, then PC 
software charts, gained world- 
wide fame and fortune and just 
generally got looked upon with 
favor. The only other game of 
this type to do such a thing was 
Tetris, a game whose sequels 



were more knockoffs then any- 
thing else. 

Lemmings 2, on the other 
hand, takes all of the spark and 
pizzazz of the original and adds 
to it, almost exponentially. Over 
60 new skills, tribes of different 
lemmings, remarkable, scrolling 
scenery and plent)' of other good- 
ies have been chucked into this 



new incarnation of the saga of 
the little furry suicidal maniacs 
that we have come to love so 
much. It also has an intro cartoon 
that easily ranks as one of the 
best I've seen for any game. 

The plot revolves around a 
terrible darkness that is about to 
swallow up the peaceful Lem- 
ming island. The lemmings have 
devised a plan to build a great 
airship to take away all 12 tribes 
and lead them to safety. Each 
tribe has a piece of an ancient 
talisman that must be joined to- 




gether to become the power 
source for this great boat. As the 
player, it is your job to guide the 
lemmings through the treacher- 
ies of their landscapes to lead 
them to safety. Apparently, lem- 
mings can build huge flying 
ships, but still haven't managed 
to grasp such mundane concepts 
like gravity', swimming, or stop- 
ping. 

Plot in a game like this is, of 
cou rse, negligible, sojustsitback 
and prepare to be stumped — 
sometimes agonizingly so. In 
addition to such new abilities like 
surfing, hang gliding, and firing 
mortars and bazookas, you take 
only the number of lemmings to 
the next level that survived the 
previous screen. Instead of pass- 
words, game progress is saved 
to disk and not only is it hard- 
drive installable, but Lemmings 
2 also utilizes extra memory. 

The different tribes range 
from beach bum and highlander 
lemmings to space and circus 
types. The range of scenery in the 
levels is quite broad and always 
fun to just watch. The sound ef- 
fects and music are as goofy as 
ever and fit the mood property. 
The play options are many, and 
L2 is certainly more convenient 
to play, especially with the abil- 
ity to auto-destruct all the lem- 
mings at once and a button to 
fast forward the game during the 
slow parts. 

In the Olympian spirit, you 
now receive metals for your sur- 
vival performance — bronze, sil- 
ver, or, if you can save all the 
lemmings, theelusivegold metal. 
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After the first stage of each tribe, 
the ^old metal becomes ex- 
tremely hard to acquire — some 
might argue impossible, depend- 
ing on the stage. Each mctai 
evokes a proper response from 
your lemmings, ranging from a 
mediocre shoulder shrug to ec- 
static hip-hopping joy from the 
little guys. 

The small-scale character 
graphics in the game arc as en- 
dearing and animated as ever. 
The lemmings change into dif- 
ferent outfits depending on the 
skill you assign them during the 
scene and the amount of jusl-for- 
fun things that can be tried in the 
game is mindbogglingty vast, 
especially if you're of a rather 
sadistic bent at the time of play. 
From SuperLem, who has the 
abili ty to blindly fly after the cur- 
sor until he hits something, to 
diver lemming who, oddly 
enough, can't swim — there's al- 
ways something to entertain on 
the screen, even if you ' ve thrown 
in the tov/el for the rest of the 
game. 

DMA design knew that the 
sequel to a game like Lemmings 
had to be as new and fresh as 
possible, but stilt maintain the 
same qualities that made the 
original so popular. In that re- 
spect, they succeeded quite well. 
Lemmings 2 has everything that 
made the original special, only 
more of it. Consequently, if you 
disliked the first,stay away from 
the second as it is, in essence, 
more of the same type of thing. 
If, like mo.st, you fell for the Lem- 
mings, then, well, you probably 
already have Lemmings 2 and if 
not, then pick it up and picpare 
to be stumped alt over again. 
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Thai Ion's Lionhairt is possi- 
bly the finest example of an ar- 
cade/ platform fantasy game that 
I have ever played. Fans of 
/.i'rtftrft'r who know that Trai'eJer's 
Tales, the designers of Leander, 
went to make Sega-only games 
and are a ngry over the loss of the 
promised Lcaiuicr 2; those fans 
can take heart in the fact that 
Lionheart is the same type of 
game, only better. 

Theplot has two m ajor goals 
toit; the main goal is to defeat an 
evil wizard named Norka who 
has stolen a magical gem, called, 
like our hero, the Lionheart, that 
keeps the current king in power. 
Valdyn The Lionheart, the hero 
of the story, must venture 
through the harsh landscapes, 
mainly on foot, in order to reach 
Norka's flying fortress and re- 
trieve the gem. The second goal 
involves the fact that Valdyn's 
love has been petrified by a rare 
poison and the only cure exists 
somewhere in Norka's domain; 
finding the cure is secondary to 
completing the game and the 
odds are slim that the first time 
you win Lionheart, you'll have 
saved the girl along with the rest 
of the kingdom. 

One may assume that in 
order to compete in the Amiga 
game industry, a game has to 
have top-notch sound and graph- 
ics, and Lionlieart delivers big 
time on both accounts. The vast, 
bold landscapes ore \'aried, in- 
teresting and challenging. The 
ever-present musica I soundtrack 
is always interesting and unique, 
as are the sound effects. 

What truly makes Lionheart 
stand apart from all the rest is 
how liuge it is. The first vvorld, 
alone, takes a half an hour to get 
through. To finish the game, 
you'll be blowing away almost 
two hours and there is no pass- 
word or save feature of any sort, 
Lionheart is packed full of secret 
areas filled with treasure and 
potions just waiting to be discov- 
ered. Even if you do get through 
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the game with proficiency, I 
doubt that you'll have explored 
all of Lionheart's world. 

The game offers a choice of 
either a one- or two-button joy- 
stick, has a soundtest to listen to 
the soundtrack, includes a nice 
opening and a realty gtx)d end- 
ing sequence. Control is good, 
though attacking requires hold- 
ing in the button and pressing a 
direction. Pressing the button by 
itself will only cause Valdyn to 
draw his blade; I would have 
appreciated it if he would have 
automatically attacked — for 
speed's sake, if nothing else. 

As the game progresses, 
Valdyn journeys notonly on foot, 
but in one stage, he rides a strange 
dinosaur-like beast in order to 
catch up with an airship, and in 
the fifth level, he rides a fire- 
breathing dragon through the 
sky. The only parts of the game 
that maybe resembles a puzzle 
are some of the pendulum-type 
platforms that require some prac- 
tice to move with any proficency . 
Strictly speaking, this game is 
basically ail hack 'n' slash, more 
brawn than brain. 

On the downside, a game 
this long really should have pass- 
words, or something of that sort, 
to prevent the unconscious pass- 
ing of an afternoon. There is al- 
most constant movement from 
all over the screen, and the ani- 
mation Is fantastic. Unfortu- 
na tely, on my 68000-driven A51XI, 
all of this ongoing carnage leads 
to some serious slow-down and 
sometimes severe flicker during 
certain parts of the game. The 
flickering seems to be isolated to 
the first world, however, and is 
almost nonexistent in the rest of 
the game. Slowdown, however. 



pops up throughout the game. 

I should also note that I had 
problems with the game locking 
up, or not recognizing disks. The 
game actually locked up during 
the end sequence once, after I 
had finally beat the game and 
completed both plot goals. 

Lionheart is an import from 
Germany, and the game itself 
runs perfectly fine on NTSC ma- 
chine, but the intermission and 
opening scene text sometimes 
gets cut off. Even in PAL mode, 
the game won't always complete 
story messages. Fortunately, the 
end sequence does not suffer 
from any cropping. 

Even with its flaws, 
Lionheart is, just as the blurb on 
the box says, the best of its genre. 
Itwas made by people who obvi- 
ously set out to make a superior 
product and did just that. It's 
vast, differing, challenging, and, 
most of all, fun. Lionheart isn't 
just a fantasy adventure, it's an 
epic. 
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Tlic first liny in the instruc- 
tion manual of Syndicate, under 
the heading "Object of the 
Game," pretty much sums up all 
you need to know about 
Syndicate's theme: "The aim of 
the game is to spread the dark 
stain of your Syndicate's colour 



across the surface of the entire 
globe. " Well, that's pleasant. Syn- 
dicate is the kind of cyberpunk 
that we were warned about, the 
\'ery mean-spirited kind. 

I acquired Syndicate be- 
cause there are so few games of 
that genre. Now, I've played a 




nimilier of European games and 
I'm used to playing rather nasty, 
unsociable, non-hero types in 
these games, but Syndicate abso- 
lutely, posi ti\'cl y , tn kes the awa rd 
for being the meanest spirited 
game that I have ever played. 

On that note, the game it- 
self revolves around a new Syn- 
dicate executi\'e (you) control- 
ling a group of up to four cyborg 
slaves that are sent on missions 
to assassinate, kidnap, brainwash 
and just generally do royally 
nasty things. It's played from a 
top-down perspective that is very 
much the same as the Pojnilous 
games, only on a much smaller 
scale. This ga me is played in the 
cities of the future, when the real 
power is in the hands of evil 
criminal Syndicates, As the ex- 
ecutive, you want to overtake all 
the other rival Syndicates, reign 
supreme, collect taxes, create 
new and more powerful weap- 
onsofdestruction,and move up 
in the ranks to real positions of 
power. 

Did 1 like playing Syndi- 
cate? 

No, I loved it — every brutal 
minute. 

Maybe, that's not such a 
good thing, though. Your cy- 
borgs can pretty much do any- 
thing they like in the city envi- 
ronments. A lot of the game re- 
volves around druggingcitizens, 
wlio then follow you around and 
act as human shields, e\'entually 
taking over enemy agents to add 
to your own ranks. The variety 
of weapons is striking; the many 
ways to die in this game are as 
entertaining as they are varied. 
You can upgrade your cyborgs 
with new parts, develop new 
weapons in the R and D depart- 
ment, drive vehicles, and blow 
away some of the scenery — re- 
grettably, though, not buildings. 
Syndicate is a very big 
game, having over 50 missions 
to succeed in. The animated se- 
quences of the future arc really 
great; I wish only that there were 
more of these intermissions. 
Sound in the game is, however, 
strangeSy absent mostof the time. 
Sure, there are city sounds going 
on, but not manv. There is little 



voice in the game and, despite 
what the manual says, I ha\'e yet 
to hear any music while playing, 
in-game graphics are done 
quitcwcll, though thcrearesomc 
small glitches in certain animated 
activities, but nothing to gripe 
about. There is a myriad of little 
touclies in the dtyscapes that 
make the game as much a joy to 
watch as it is to play- Animated 
billboards, pedestrians, moving 
cars, traffic lights, cops moving 
in to shoot my cyborgs — it's all 
there. 

The whole game is mouse 
controlled, and thissystem works 
nicely. I did encounter problems 
tn getting the cyborgs and cy- 
borg groupies to go where I 
wanted them to go sometimes. If 
there are obstacles in their path, 
you really have to lenrn to guide 
your mcta 1 morons through them 
with baby steps, or else they'll be 
there ail day — a little artificial 
intelligence would have been 
nice here. Getting them to go up 
and down stairs will sometimes 
takeazen-like quality of patience 
and determination. Incidentally, 
it's true what mom taught you: 
always look both ways before 
crossing the street. 

Syndicate is definitely not 
for ever\'body, but it is the best 
crossover between mindless 
shoot-'em-ups and strategy 
games that I have ever seen. Its 
hyper-violent atmosphere and 
realistic dtyscapes lend them- 
selves to an involving play expe- 
rience. Tliis game will have you 
really thinking in non-linear 
ways just to figure out the best 
approach to destroy the enemy 
syndicate that you are about to 
overrun. 

Virtually everything about 
the game gives the player free 
reign overall decisions, which is 
something very rare in games 
today. Syndicate is smart, razor 
sharp, and original 
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In the past, there hn ve been 
a very few games [hat have, for 
whatever reason, rocked the 
gaming community — games like 
Pac-nmn, Space Iiwndcrs, Tclris, 
Lemmings and, in tlie last year, 
Capcom's revolutionary and in- 
credible fighting game. Street 
Fighter 2. It has great graphics 
and sound, tons of moves, and 
fantastic joystick control. Re- 
cently, it has appeared on all the 
major gaming platforms and 
clones are coming out in droves. 
Unfortunately, USGold's Amiga 
version is a perfect example of 
the blatant marketing attempts 
that such popularity induces. 
This is, at best, a regrettable con- 
version. 

The original game itself, for 
those who a re not fa mi lar with it, 
consists of eight of the world's 
best warriors competing, each for 
his own reasons, in a tournament 
to become the new world cham- 
pion. Each character has a story 
behind him and that's part of the 
greatness of this game. Win the 
game with everj' character and 
you'll find that each has a differ- 
ent ending sequence. In order Eo 
get to the ending, however, you 
must first win out over not only 
the other seven world warriors, 
but four additional fearsome, 
powerful, and mysterious 
Grandmasters. Since I have not 
yet heard of a boss code for the 
Amiga SF2, this version is sim- 



ply a conversion of the original 
arcade game, or, more specifi- 
cally, the first Super Nintendo 
version. I have, howe\'cr, heard 
that there is a code-word cheat 
that enables the "same character 
vs. same character" function, 
though 1 have not yet found out 
what it is. 

Graphically, the game suf- 
fers due to the downgrade to 32 
colors, but the character graph- 
ics a re still nicely done. The sound 
effects range, for the most part, 
from fair to pathetic, and the 
music is simply fair. Tlie pro- 
grammers obviously skim ped on 
the character's ani mation f ra mes, 
and itis apparent thoughout play 
that they actually recycled a good 
deal of them, much to the detri- 
ment of the game itself. 

But i could lake all of those 
problems, if only the game were 
playable. Even though it offers 
the choice of using a two-button 
controller, keyboard, and even 
combinations between joystick 
and keyboard, SF2 on the Amiga 
easily has tlie worst player con- 
trol that I have ever experienced. 
It's unresponsive and frustrat- 
ing to do even basic moves, and 
kneeling is an almost unbeliev- 
able chore. I won't even get into 
special moves. The manual 
should have given concise play 
instructions for a game where 
precise control is so important, 
but unfortunately, they also 
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shirked in this department as 
well. Actually, the manual is al- 
most a carbon copy of the SNES 
version. 

Amiga SF2 is a bit on the 
sluggish side most of the time, 
but sometimes it will suddenly 
jerk into a higher speed for a 
second. Tlie hideous joystick con- 
trol of the game proves to be 
more of an opponent then the 
other warriors, and it is incon- 
ceivable to me tliat they could 
have programmed it like this. 
Even on level 0, the game is very 
hard to beat because of the con- 
trol. It also is a real disk hog, 
covering a whopping four disks 
and taking up major disk access 
time to show it, too. The arcade 
version's bonus rounds are all in 
here, but again, because of the 
poor control, they too arc next to 
impossible to complete. 

On the upside, there is a 
two-player versus mode, handi- 
capping, and otherconfigureable 
game options. The music plays 
in the background while the 
game is running and the sound 
effects areacti ve at the same ti me. 
The character graphics are pretty 
good, though they should have 




upped them to 64 colors Uke the 
Genesis version. 

To be perfectly honest, I al- 
most hurt to give this gamea bad 
review. Street l-'ighter 2 is easily 
one of my favorite games of all 
time and, while 1 wasn't expect- 
ing miracles from this version, I 
was expecti ng i t to be, a t the least, 
decent. I feel cheated that US 
Gold would releaiie a game in as 
poor a shape as this version of 
SF2 is and so should anyone else 
who has bought it. 

On the other hand, if US 
Gold were to re\'amp this game 
by making it Turbo SF2 (or even 
Champion Edition), improving 
the graphic quality, adding the 
missing moves and frames of 
animation, upgrading the sound 
and — most importantly — mak- 
ing it as easy and enjoyable to 
play as the arcade and gaming 
platform versions, then I'd pick 
it up in a heartbeat and revise my 
opinion of it. It's doubtful that 
such a thing will happen, though. 

My advice for Amiga 
gamers who are hungry for a 
good fighting game on their ma- 
chines is to skip this one and pick 
up Team 17's Bodi/ Blows; true 
that it's no Street Fighter 2, but 
unfortunately, outside of the 
name, neither is this. 
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by Jeff James 



In Domark's Shadawlaiids, 
the player musl guide four brave 
adventurers in a quest to defeat 
an evil, power-hungry warlord. 
Although the plot and setting 
may sound like bathos, the ex- 
ecution is anything but. Devel- 
oped by the European program- 
ming team Teque, Shadowlands 
is a role-playing adventure with 
a twist. Shadowland's unique- 
ness stems from a number of 
design elements. When first 
generating the fourcharacters for 
the game, for example, players 
are allowed to change the facial 
appearance of the characters by 
choosing eyes, noses, mouths, 
and hairstyles. Only four char- 
acter attributes arc included — 
strength, health, combat, and 
magic — with each being repre- 
sented by a stylistic bar graph. 

The biggest twist is un- 
doubtedly the playing interface, 
which presents gamers with a 3- 
D overhead, isometric view of 
the Shadowlands gameworld. 
The four character portraits 
usually line the bottom of the 
screen, with a horizontal bar in- 
dicating thecurrent health of each 
character. Clicking on a charac- 
ter port rait display s an outline of 
the character's body, which is 
used to issue commands to that 
character. Commands are issued 
to the character by clicking on 
the appropriate body part. For 
example, clicking on the 
character's right hand (called the 
action hand) then clicking on an 
enemy initiates hand-to-hand 
combat, while the loft hand is 
employed to manip ulate objects. 
Moving characters around the 
screen is accomplished by click- 
ing on the right leg, then clicking 
on the screen where you want 
thecharacter to move, Tequeand 
Domark should be commended 
for developing a new and unique 
control method, but the system 



still needs some work. In prac- 
tice, everything seems to require 
a bit more effort than it should. 
Coordinating the attacks of four 
separate characters on different 
enemies while shuffling inven- 
tory and moving heroes about 
the screen requires an inordinate 
amount of mouse-clicking and 
pointing. 

Shadowlands features 
Teque's "Photoscape" game 
system, which controls how light 
is displayed in the Shadowlands 
game world. The finest example 
of the Photoscape system at work 
is when your party — equipped 
with torches — is exploring a 
darkened ruin. The area imme- 
diately around a torch-wielding 
character is brightly lit, with far- 
off areas being dimly illuminated 
by torch light. As your adven- 
turers explore the gloomy re- 
cesses of thebuilding, their torch 
light follows them, revealing 
previously darkened areas as 
they advance. Thisad ds a spooky 
sense of excitement to the game: 
one can easily imagine a sot of 
brave adventurers peering into 
the blackness, trying to spot the 
nasty beast that will lurch out of 
the dark and gobble up them up. 
Photoscape works in broad 
daylight too: your characters can 
only use, attack, or manipulate 
objects that are within their line 
of sight. Objects hiddenby walls, 
foliage, orattacking monsters are 
(appropriately) unable to be 
used. Another unique playing 
feature involves the chess board. 
Accessed via the inventory 
screen, the chess board allows 
you to create specialized march- 
ing formations for your charac- 
ters, Youcanalsosplityourparty 
into twoseparate squads, having 
them explore separate parts of 
the dungeon. Up to five unique 
squad formations can be saved 
then accessed by pressing the 




appropriate function key (Fl 
through F.S). 

Shadowlands uses a pro- 
prietary disk-based operating 
system, so hard-drive installation 
is not supported. The game dis- 
kettes can be easily backed up, 
with saved games requiring a 
blank, unformatted diskette. 
Shadowlands does not work on 
the A1200 or A4000— only Amiga 
owners with the ECS (Enhanced 
Chip Set) or CX'S (Original Chip 
Set) need apply- Shadowlands 
may take some doing to find; 
Domark U .S. is no longer distrib- 
uting the Amiga version of 
Shadowlands in the States. 
Howe\'er, Shadowlands can still 
be found at many Amiga dealers 
and mail-order outlets. Inciden- 
tally, interested gamers may 
want to take a look at the excel- 
lent futuristic follow-up to 
Shadowlands: Shadoworld:). 
Shadoworlds retains the graphic 
look and Photoscape gaming in- 
terface of its progenitor, but plays 
like a slick, futuristic version of 
Aliens, with squads of space 
troopers facing off against hos- 



tile aliens. Like Shadowlands, 
Shadoworlds currently does not 
have a U.S. distributor; locating 
a copy of Shadoworlds may take 
some work. 

Shadowlands does have a 
lengthy rap sheet of negatives, 
including a quirky interface, 
limited hardware support, and 
nonexistent U.S. distribution. Yet 
for all its faults, I still found 
Shadowlands to be intriguing 
and enjoyable. If you've been 
looking for a new role-playing 
experienceand are willing to put 
up with a few faults, 
Shadowlands should provide 
you with days of dungeon-delv- 
ing entertainment. 
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Read the rnve reviews on 
the sideot the box and voii would 
think that it w.is the best thing to 
hit the gaming circuit since Lem- 
mings. Well— to be terse about 
it — it's not, but it's still a real 
work of art. Made by DMA De- 
sign, Wnlker is a feast for the 
senses. Game play is so smooth 
and simple that anyone can play 
it. Tlie game uses a pleasant com- 
bination of j Dvstick {or keyboard) 
and the mouse simultaneously. 

The game itself revolves 
arovmd the player controlling a 
monstrously large, mechanical 
deatli-on-legs robot that is sent 



with tanks, trains, planes and 
prett}- much an\'thing else you 
can think of. All of the graphics 
in the ganie arc almost without 
compare. The look of the game is 
virtually matched by theconstant 
sounds of battle carnage, as sol- 
diers get blown away, tanks ex- 
plode and helicopters fall lo the 
ground in mounds of useless 
steel. 

So, with all of thiscool stuff, 
how come I'm bored by level 
three? The reason is that the 
Walker nio\'es only in two direc- 
tions — bnckand forth. Tlie whole 
game consists of the Walker 
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through four different time peri- 
ods to combat an army of dark- 
ness and evil and such. The ro- 
bot, called a Walker AG-y, is 
maybe the most beautifully-ani- 
mated sprite I have ever seen. Its 
head moves like a living thing as 
it follows the mouse-controlled 
crosshairs around the screen and 
blows away little lemming-like 
soldiers by the thousands, along 



walking a few steps, wasting a 
bunch of reallv stupid ground 
troops, killing tanks and destroy- 
ing bombs, then walking a few 
more steps and doing it all over 
again. Why can't the robot trans- 
form? Where are the vertically 
scrolling lc\'ols and power-ups? 
I just wanted something to keep 
the spark of the beautiful presen- 
tation alive. 



On the other hand, I really 
have to commend DMA for de- 
signing a player character that is, 
without a doubt, more powerful 
then anything else in the game — 
with the exception of the final 
boss. It's a nice change of pace to 
see enemy troops actually run- 
ning a\vay from my guy for a 
change, instead of the other way 
around. 

Walker starts off in Berlin, 
1944, moves to Los Angeles 
201 9, then on to the M iddle East. 
The final level takes place in the 
Great War of 2420 and it's fast, 
frantic and hard. Smile at end- 
less carnage as troops actually 
teleport in behind you, trv to 
latch on to you, and throw 
bombs into your tailpipe. Some 
enemies e\'en transform. 

Tl-ie look of each level is 
rea Ity good, complete with a rea 1 
senseofscrcen depth — helicop- 
ters will fly in from side streets 
and get larger as they approach. 
The bleak color scheme does a 
good job of cons'eying a real 
sense of wartime and the vio- 
lence that goes with it. I should 
note that this game is, despite 
the small scale of the enem\- 
soldiers and such, pretty graphi- 
cally realistic. Shoot 
groundtroops or paratroopers 
and they land in pools of their 
own b lood . Blow up troop cara- 
vans before they have a chance 



to unload and watch the bodies 
within blow outof the explosion. 
The game is full of little touches 
like that. Unfortunately, Walker 
can't stomp on things; why this 
should be is beyond me, I would 
have appreciated the gameplay 
a lot more if it could. 1 also wish 
that vehicle explosions would 
hurt ground troops and adjacent 
vehicles, 

Walker is a real toss-up — 
technically superior to almost 
anything else I've seen this year, 
yet almost completely without 
hea rt. The opening dance track is 
fantastic and bristl ing with digi- 
tized voice so undbi tes, it's some- 
thing to really pump up the vol- 
ume to, Despite the differing en- 
emies and scenery. Walker is 
basically all the same. The Walker 
AG-9 only has one weapon and 
always travelson a straight-away 
road — there's not evenan incline, 
oranything. Walkershouldhave 
had more le\'els that were shorter 
and more diverse, along with 
more variety in the game play to 
keep things going. Passwords 
would have been nice, also. 
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Saddam Hussein Virulent on Fish; CanDo 2.5 Files Not All Freely Distributable; 
and Amiga Appearances Continue. 



Letter from Fred Fish 

Dear Amign Libmry Ciislomer: 

According to my records, you may 
have received floppy disk 919 and /or the 
October Fresh Fish CD-ROM. Plt?nse be 
advised thai the BBBF directory on disk 919 
in both tlie floppy distribution, and both 
copies of this disk on the CD-ROM 
(archived and iinarchi\'ed) contain a file 
that is infected with the "Saddam Hussein" 
virus. This \'iriis is in the tile; 

BB BF / Fi leVirLib / VirusToTest/ 
Saddam_Hiissein_virus 

From what I know at the moment, the 
virus is onlv dangerous if you are running 
Kickstart 1.2 or 1.3 and you attempt to run 
this file for some reason. Mowe\-er, it is a 
verv diingerous virus, and for this reason I 
have decided to replace disk 919 with a 
new disk that does not contain this file. 
This also metins that 1 will be offering 
replacement CD-ROMs as well. 

[fyou received floppy disk 919 



directly from me, vou should automatically 
gel a replacement flopp\' disk along with 
this notice. Please reformat the pre\-ious 
version of disk 919 vou received. There is 
no need to return the previous version. 
Also, please pass on a copy of this letter to 
anyone vou niav have redistributed disk 
919 to, and cither replace such copies or 
offer to replace such copies. 

If voLi recei^■ed a copy of the October 
Fresh I'ish CD-ROM containing this S'irtis, 
you may return it directly to me for 
replacement. Hoivever, because there is no 
danger from this virus under normal use of 
the CD-ROM, 1 am not insisting that you 
replace it as long a.s you are not making the 
files containing this virus publicly 
accessible or redistributing them. If you 
wish to return it for a replacement, send it 
to: 

Amiga Library Services 

610 N'. Alma School Road, Suite 18 

Chandler, AZ 85224-3687 

U.S.A. 



and 1 will send you the replacement CD- 
ROM as soon as it is available, which is 
expected to be about Nov. 24, 1993. 

Sorry for any inconvenience this ma\- 
have caused you. 

Fred Fish 
Chandler, AZ 



Questions CanDo v2.5 
Enhancement 

As one who dabbles in programming, 
I write small applications, normally in C, 
that help make life easier for myself and a 
kw felknv .iXmiga users. After using 
several standalone GiiiDn programs and 
being thoroughly impressed «ith them, 1 
recently ordered CanDo 2.0 in the hope of 
cutting down de\'clopment time for simple 
applications that 1 had hoped to distribute 
freely. 

The mail-order company ser\-ed up 
the new CanDo 2.5. Unfortunatciy, with 
CanDo 2.5, INOVAtronics has taken away 
the ability to make freely-distributable 
standalone programs. Tlie cando.lihrary is 
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not froely distributable, .Tnd tlu' progrnm 
that binds the ikvks iind libraries to make a 
standalone application, DcckBrowser, is no 
longer part of the CanDo package. This fact 
is made perfectly clear in the documenta- 
tion addenda on the disks. Therefore, any 
applications I make can now only be run 
by someone who ou-ns CanDo, or illegally 
possesses cnndo.library. 

As a result, the entire appeal of 
CanDo is gone. Instead of getting a first- 
rate authoring package, I now feel that 1 
wasted a good deal of money. Unless 
INOVAtronics rectifies this gaffe, CanDo 
will die a slow, lingering death. 

C.A. Rohn 
Osan Air Base 
Korea 



Amiga Sightings Continued 

!Tlic list conliiiucrf from hit iiioiitli. Becniise of 
croi>-ivfcn'iiciitii, foinc imliutccf ofihc siunc 
/Ijii/yd use !\ia\i appetn in nwrc Hum one 
cittegonj. — PLI.l 

*Hot Shots. Pnil Di'iiv, motittti picture 

•InfoChannel, Scala Inc. 

•IPIS.'V, Inconlrodei I'rogrannatori Italiani 

per lo Svihippo Amiga 
•Joe Rockhopper, penguin 
•LILCO, Long Island Gas and Electric 

Company, New York 

Corporate training \ideos 
•London Transport Museum Interactive 

Displays 
•MacWorld Expo 

Apple Computer video wail 

demonstrations 
•Matt Croening, creator of 77ii' Simpsons 
•Mux Hmitrooin 
•.Me TV, Video Karaoke, Media Image 

Productions 
'MoKtii of Mndiwss 

Directed by John Carpenter 
*My Secret identil\i, TV series 
•National Broadcasting Company 

Ameizing Storia 

Quiwlmn Leap 

Morph effects created by The Post 
Group using Morph l^liis 

senQiiest DSV 

Video Toaster effects created by 
Amblin Imaging 

This Coiinln/'s Rockiii' 

Unsolved Mysteries 



Video Toaster effects by Joe Conti 
'Nccroiiomicon, a feature film 
•Nickelodeon 

Chirissn Explains It All 

Nick Arcade 

Total Piiiiic 

Mandala lnteracti\'e Video Walls 

Wild Side 
•MTV, Music Television 

Billy Idol 

Rick Finn 

Todd RLindgrcn 
Chniige Myself 
Fascist Christ 
I'roperti/ 
Theology 
•NewTek, Inc., Topeka, KS 

Creator of the Video Toaster and the 

Video Screamer 

Emmy Award winner for 

developments in television engineer- 
ing 
•Oceana Naval Air Station, Virginia Beach, 

VA (InfoChannel) 
•Olympia High School, Olympja, VVA, 

desktop video production 
'Panama Deception, Oscar Winning "Best 

Documentary" Film 
•Pan American Games 
•PBB's Where iu the World Is Carmen 

Sand!ef;o? 
• Penn Jillette, magician/comedian of Penn 

& Teller 
•POST, in-store ad\'ertising network for 

supermarkets 
•Prevue Guide 
•Public Access Programming 

Cyberspace 3D, Portland, OR 
»Rtiss Limhaiigh S/iozc 
•Science World, video display, Vancouver, 

BC, Canada 
•Sci Fi Channel 

Mysteries Beyond tlie Other Dominion 

Produced by Toaster Marmalade of 

California 

Roboflii^lit 
•SEGA Genesis soft\vare de\elopment 

systems 
•Showtime's World Class Kickboxing 

Championships 
'Sidekicks starring Chuck Norris 
•Star Trek: The Next Generation actors 

Carel Struycken, "Mr. Horn" 

Will Wheaton, "Ensign Wesley" 
•State University of New York 

Albany, Mathematics Department 
Os\vego, Graphics Department 



•Si. Clair Interactive Communications 

K-Mart Coupon Center 

SEATS Theater Booking System 
•Tulsa Junior College of Oklahoma, 

desktop video production 
•TVOntario's Prisoners ofCravil]/ 
•United Video of Tulsa, OK, makers of 

Prevue Guide 
•User Interface Technologies* Media 

Mat^ieinn, home control system 
•VlDIGraphic's MacDonald's Drive-Thru 

Video Displays 
•Walton High, Marietta, CA 
'Warlock, produced by Trimark 
•ZZ Top, music group 



List of Famous Amiga Uses by David Tiberio© 
Compilation Copyright IW? ArciiH 
Freely distributnble iind reprintnble 
E-maii:dtibcTioffilibservl.ic.sunvsb-<?du. 



David Tiberio 

Area52 

6 Lodge Lane 

East Setaucket, NY 11733 



Contact David with addilioiml uses or 
suggestions at tlie addresses aiiore — PLL 



Please write to: 

Feedback Editor 

c/o Amazing Computing 

P.O.Box 2140 

Fall River, MA 02722-2 140 

Readers whose letters are 
published will receive five 
public domain di.sks free of 
charge. 
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• Vol.7, \i>.n. Xini-mbi-r 1992 
Hi>;hlLghts Lnclude; 

"Amiga 4000," Commodore creates a bold new direction m 

An-iij;a ciimputing with expiinded graphic resolutions, modular 

CrU,iind niorf. 

'Trpgrc!j!iivD 540/2000," a roviL»w by Rick Mataka. 

"Remap Magic," Learn \vhy this tool is your best bel for 

riu^ktt\^ list- ■iif v'tHir palt'lto. 

"Btginning C," Chiie Xiong Covers .'Uimeof lhi_> basics of the C 

lanjiua^c. 

* VqI7, No.12, DecembtY 1992 
Kighlighis Includes 

"Polishing Basic PrograTHs," Marianne Cillis shares the secrets of 

BASIC prt>>;r.imrninj; fvptrts, 

"Banriprs," A iiituri.il nnirfatin^ banner-length printnuls, by Pat 

KiTs/yirki 

"Structured Drawing fit TucBASIC," paulCistonpuay shows hiiw 

TrvioBASlC ftiilv suppcirlh anv level of hierarchical itruclurf 

Also, completeVcviews of Voyjigw 1.1, PIXOUND, VistaPro 2.0, 

ind Op^ilVision. 

If VoU, No. I, January 1993 

Highlight?! Indudi*: 

''CreatiT*g a Storyboard in Firul Copy," set how to layout your 

aiiinintion storj-btxird tn Final Ctipy, by R Shamms Mprticr, 

" A Look ii 24-bit Libraries,'' Shanimis Morhcr louks at 24-bi! 

librArii's, 

"Using Laser Disk Players with the Amiga," Rom Baltle ex^minL"?* 

the benefits uf User di^ks ss & source of video images. He alsu shows 

an easy way to set them up. 

Plus: A complete review of the new A12W & coverage of Comdex 

Fall 92 & the FES-London. 

'ff Vol.S,?Jo.2. Icbruary I^^J 

Highligblb Include: 

" Extending the AMOS Sort," D^ivt- Scnger looks an the AMOS sort 

function. 

" Business Cards," Sott-Logik's Dan Weiss gives iin in-depth tutorial 

tin htiw In create y^^iur mvn bu^int-ss cards. 

"ADlOn," a rev]ln^■ by Rick Manasa. 

AND! A !.pecial sneak preview of the One-Stop Music SJiop frnm 

Blue Ribbon & complete coveuge of the WOCA Toronto! 

» Vol 8, Nn.3, Marrh 1993 

Highlights Include: 

"Babylon 5," the Amiga changes the way T\' ^hows are made, by les 

r.iul Kobley 

''AmigjVi§ion Projects," by William Murphy 

"Art Expression," review by Merrill Callaway 

PLUS: Creative bu»in?«$ forms & CES Winter '93 

* Vol.8. No.4, April 1993 

Highlights Include: 

"Triplerlay Plus &c SyncPro", reviews of two great music pnxlucts 

by Rick Mjnjsa 

"CanDo," a review uf the application development system from 

INOVAlronics, by Rob Hayes 

ALSO: Super VidcoSlol for April, ARexx, cli, and great DivBrtiona! 

*■ Vo!,8.No.5,May 1<W3 

Highiij;hts Inchide; 

"Directory Opus", revievt' of the latest version pf Directory Opus and 

a slart-up tuturial by Merrill Callaway 

"Media Madness," explores the inside of Blue Ribbon Soundwork's 

new Media .Madnras, by Todor Fay fie David Miller 

"SupecJAM 1,1, " a review qf the latest release of SuperJAMT by Rick 

Minasa 

"ImageFX," reviuiv by K. Shamms Mortier 

ALSO: Super VideoSlot for May— Th* New Graphics ModciJ 

*' Vol-8, No.6, June 1993 

Highlighbi Include: 

"AMOS Tunis Pro fessionalVe view of a major upgrade hailed as a 

comprehfnsiw development system, by Jimmy Rose 

"Searching Medical Literature," using tht; Amiga to tap the vast 

rl•SlHl^L:l.'^ tif medical nn-Iine services, b\ Dr. Mich jol Tobin 

ALSO: Newsletter Design, ARexx Programming, Hoi Dtveraions 
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* Vol.8, \o.7. July 1993 
Higblight^i Include: 

"TypeSMITH 1.0", review of Soft-Lc^ik's new font cdiuir, by Mtfrrill 

Callaivay 

"OpalPiini 2.0," lEview of (he latest version of thLs paint program for 

the OfjalVision board, b\' R. Shamms Moriier 

"Structured Drawing," ba*;ic features and advanced tixhniipn."^, by 

Dan Wdss 

"DeluxePainl IV ACA," review uf the Litt-si paint p,ickage for the 

AGA m.ichines. by R. Shamms Mortier 

ALSO: Super VideoSIoi, ARexx, and New Products! 

* Vol.8, No e, August 1993 
Highlights Include: 

"Amiga Vision ProfiessiDnar, rfview Commodfire's upgrade^! 

jiuthunng svstem. bv D(]uglasJ, Nakakihara 

"Art Department Profesional 2-3," review of the latest releaBe of 

A J Pro from ASIX, by Merrill Callaway 

"Professional Page 4.0," the latest incarnation of I'ro V^^^, by Ricl^ 

Manasa 

"Pseudo Radiosity Effects," why ray tracing is not an accurate model 

of true light behavior, by Mark Hoffman 

T-RexK Professional", a rev iew of the latest release of T'Kcxs. from 

ASDG, by Merrill Calla\va\- 

ALSO: AC Phone Book: A directoHi' of Amiga Developers! 

*■" Vols, No '^, September I 'w:^ 

Hij;hlights Include: 

"Adventures with Aladdin'',Part III of this tutorial series on Aladdin 

-ID, by R. Shamms Mortier 

''CanDo,"Fir5t insialLmentof this series for CanDt) programmers, by 

Randy Finch 

"Caligari 24," Review of versiun 3.0 of this 24-bit software, by K, 

Shamms Morlier 

"Coming Attractions," A logk into the futvire atirattions in Amiga 

gameis, by 1 lenning Vnhlenkanip 

ALSO: WOCA— Australia & Summer CES! 

*■ Vol.8, No 10, October 1*!93 

Highlights Include: 

"Making Waves", Focus on the wave requester in Part IV of the 

Aladdin series. R, Shamms Mortier 

"Clouds in Motion," Animated clouds in Scenerj- Animator, by F. 

Shamnis Mrrtier 

"Media Madness/' Discover what it caw du for Bar^isl'ipes, by Kick 

Manasa 

"Bars&Pipes Professional 2.0," review by Rick Manasa 

"Bernoulli MultiDisk 150', A re\'Levv' of this great Iomega dri\e. 

ALSO: Commodore's new CD32! 

»' Vol.8, Xo 11. No\ ember 1993 
Highlights Include: 

"CanDo", Thiji in^tallmi-ni covers developing i custom object by 
combining several standard CanDo objects, by Katidy Tmch. 
"Brilliance," A complete review of this hoi new paint and animation 
program from Digital Creations, by Frank McMahon. 
"Online," The introduction of thi^ new telecommunications column 
for the Amiga, by Rob Hays. 

"Get Graphic; Digital Image F/X," The introduction of ACs new 
graphics column, by William Frawley. 

"Picasso 11", A review of one of the bust new graphic^ cards avAilahle, 
by Mark Ricken. 

ALSO: WOCA Pasadena: Commodore introduces CD-W! I'his. (In- 
incredible LighlHave, a Video Toaster emulalort 

#■ Vol.a, No 12, December 19^3 

Highlights Include: 

"CanDo Tutorial", Basic concepts behind animations and 

presentations, by Randy I'inch. 

"LighlRave Review," A review of this uniques Toaster emulator, by 

Shamms Mortier. 

"Online," The introduction of this new telecommunications column 

for the Amiga, by Rob Hays. 

"Get Graphic: Digiiallmage F/X," The intraductionof ACsnew 

graphics column, by William Frawley. 

"Video Toaster 4000 Review", A review of the latent Videi> Toaster by 

Shamms Mortier. 

ALSO: 1993 Reader's Chioce Awards! 
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r AC- IIlM, Vol. :. No. 4 

I Jij;lilii;liK ftulliJi': 

"hi Sf.ircli lit Iho Li>sl Windows," by I'hil HurU- 

"No MousiiiL; Around," liidL- lh.il arinovmg nuiiist' poinitT 

uith tins j^riMl pru!;Mni, l^' Jolf Dickson. 

"The joy of Sols/' b\- Jim Olint»fr 

"QiiarterbackS.O," n' review by Merrill Callaway. 

• AC'^TEC}l.VuI.3,No. 1 

Hi^lilij^hls Include: 

"Conicju Compuliiig's C++," A rfvjfw of this >;ri'nt ritnv C 

ciiinpilL-r by l-nrt'sl Arntiki. 

"Pritjjiamiiiing the Ainigj in Assembly Language Tart 5" h\' 

W'illi.iin \iv 

"Make Vouf Own3D Vegelalion," LctuT.i Morri^^m slunvsliow 

to use ilLTtilod (unctions to crejt<? ^D tftx-s .md pbnln. 

PLUS! The HotLinks Developer's Toolkit 0\-DlSK! 

*AC'sTl-:CI-|.\ol. 3, No. 2 

Hidinj;htslntliiik-: 

"Ole," An .iri.uJi- f^omt- prtiprammed in AMOS BASIC, bv 

llioinii^ I rshflniiiti, 

"I'ro^rammini; Ibo Amiga in As^emblv Lanciiaiif Part fc/'bv 

Willi.im N\-r . f ft 

"Wrapped Up uith Tmu BASIC," Ti'xt and Cmphics wrapping 

moduli's in 1 rue BASIC, by Dr. Rov M. Nui-./ti 

"ARexx Disk Caljloser,"'AnAmigaDOS manipulator th.it 

prndutvs .1 iL'xt file cuntdinui^ informalion about the floppy 

disks \\Hi w.iiit f.italogfd, hv T. Drirrel Westbrcok 

ANDlOTS MOKE ON DISK! 



•- AC'sTHCH.Vtil.3.No3 
Kij^hli^hts liiL'ludf; 

"Kexx Rainbow Library," A review by MtTTill Callawa\ 
"Trogramming Iht Amiga in Assembly/' by William Nl-c 
"All You Ever VVjnted la Know About Morphing," An in- 
depth look iit nitirpliici^ for Imaj^iiiL' bv Bruno Costa iind Lud^n 
Darea 

"Custom 3D Graphics Package Part I/' Designing a custom 3D 
gmphiciv pnckiiee b)' Liiuni Morisson. 

Build a Second jovstit'k Port," A siniplv h^irdware project for 
an.-idditional joysliik port bv jaques HailL-e. 
AND LOTS MOKE ON DISK! 

ft" AC'S THCll, Vol. X No. 4 

Highlights Include: 

"Custom 3D Graphics Package Part II," Put the finishing 

touche:i on vout own ji^raphii:!;. package bv Lsura Morisson. 

'"TruBASlC Input Mask/' An interesting TmeBASlCutilitvbv 

T- DarrellU'e>tbrook. 

'Time Efficient Animations/' Makeup Jo r lost time with this 

great anintation u(ili(\ bv K<>bert Galka. 

"F-BAStC 5.0/' A review of this latest version af F^ BASIC by 

let f Stein. 

PLUS; CD32 Development Info! 



1-800-345-3360 
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Complete selection of Amazing Computing and AC'S TECH AVAILABLE! 
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WHAT H AVF VOU BFFM MISSI Have you missed informnliim on hi>vv to add ports 

to your Anxiga for under S70, how to work around DehixePaiiit's lack of HAM support, how to 
deal with service bureaus, or how to put your Super 8 films on video tape, along with Amiga 
graphics? Do you know the differences among the big tliree DTP programs for the Amiga? Does 
the ARexx interface still puzzle you? Do you know when it's better to you use the CLI? Would 
you like to know how to go about publishing n newsletter? Do you take full advantage of your 
RAMdisk? Have you yet to install an II3M mouse to work with your bridgeboard? Do you know 
there's an alternati\'e to high-cost word processors? Do you still struggle through your 
directories? 

Or if you're a programmer or technical type, do you understand how to add 512K RAM to 
your 1MB A500 for a cost of only $30? Or how to program the Amiga's GUI in C? Would you like 
the instructions for building your own variable rapid-fire joystick or a 246-grayscale SCSI 
interface for your Amiga? Do you use easy routines for performing floppy access without the aid 
of the operating system? How much do you really understand about ray tracing? 

can be found in 
AMAZiNG COMPUTING and AC's lECH. 




Chapters Summ.iry. Wliile the Indox allows 
direct, fast access hi the desired item, the user 
may also choose to start a chapter on a par- 
ticular subject and listen to the audiovisual 
part, before going further to more detailed 
informations. 

Hypertext and links with other chap- 
ters and paragraphs make information re- 
trieval very easy and fast, especially com- 
pared to other CD-based titles. It is also com- 
patible with CDTV and the A570. Currently 
it is only a\ailable in PAL with language 
support for English, [-"rench, German, Italian, 
and Spanish,, 

Scientific Atlases Series - Astronomy 

Reach out for the stars. Look into the plan- 
etarium and choose whichever constellation 
you wish to see. This disc illustrates, some of 
the most fascinating secrets of the uni\erse; 
quarks, black holes, eel ipses, the sidereal ti me, 
and much more. Packed ivith thousands of 
pictures from NASA archives, "Astronomy" 
will tell you about the amazing adventure of 
Man into space, from the pioneering days of 
Laika to the Space Shuttle. Built on the same 
engine of all the other Scientific Atlases, this 
title is also compatible with CDTV and the 
A570. It will be awiilablc the first quarter of 
1994 in NTSC and PAL with language sup- 
port for English, French, German, Italian, 
and Spanish. 



Scientific Aliases Series- Human Evolution 

From Australopithecus Afarensis to Homo 
Sapiens, Human Evolution promises an 
amazing tour throughout the history of man- 
kind. Discover how the first hominides lived, 
whiit they ale,and how they evolved into the 
nowadays human being. As if you were the 
archaeologist visiting the most importantsites 
in the world, from Lactoli to Hadar, to the 
Rift Valley, you will learn various methods 
for research, meet famous colleagues, under- 
stand different civilizations coming from 
environmental factorssuch asthose found in 
the sa\'annah and the rain forest, and so on. 
A surprising morphing effect will show you 
how many changes have taken place since 
the early days of our ancestors. It is also 
compatible with CDTV and the A570. It will 
be available the first quarter of 1 994 in NTSC 
and PAL with language support for English, 
French, German, Italian, and Spanish. 

Scientific Atlases Series • Physics 

The fourth title from the Scientific Atlases 
Series is a complete set of experiments and 
drills to lead you through the major topics of 
this fascinating matter, from Galileo to New- 
ton to Bohr, Developers ha\'e promised that 
Physics is not a simple collection of notions 
and data. Interactive experiments promises 




Free with CD" 



The first CD" units in North America 
will come with two free games. Canadian 
early adaptors received a coupon to send to 
Commodore and receive their games by re- 
turn mail. Truth is, CD'^ landed in Canada 
before the games were finished at duplica- 
tion, bu t everyone believes the games will be 
available shortly. 

Pinball Fantasies Ciy from 21st Cen- 
tury has been reworked into the CD''- format. 
The game has the piayability of the best- 



to be a iKnv, iiniquo feature of this CD. The 
user will have the opportunity to verify by 
himself many aspects of modem physicssuch 
as motion, acceleration, pressure, and so on. 
Complete profiles of the main protagonists 
of this science through the centuries are avail- 
able as audiovisuals, adding an historical 
reference to the various discoveries. It isalso 
compatible with CDTV and the A570. It will 
be available the second quarter of 1994 in 
NTSC and PAL with language support for 
Hnglish, French, German, Italian, and Span- 
ish, 

Florence: the Arts, theHtstory,theMysteries 

An unusual way of illustrating one of the 
most beautiful cities in the world. Instead of 
a mere catalogue of masterpieces, this title 
lets you disco\er not only the arts but also life 
in Florence from 1000 B.C. through the 
Etruscans, the Middle Age, the Renaissance, 
to the present. You can tra\'el using the "Time 
Machine," or you can navigate through es- 
tablished architectural and artistic "paths," 
as well as plan vour own itinerary. Perhaps, 
vou may want to take a close look at the 
Mysteries and discover the most secret places 
of the citv through many intriguing stories. 
Of cou rse a complete reference is a vai I able at 
any time, and you can jump from the paths to 
the Time Machine section, thanks to 



selling Amiga version, with the four varied 
tables: Partyland - ride the rides and keep 
your lunch down; Billion Dollar Game Show 
-with your Host with the most Keith McTeeth; 
Speed Devils - take the flag first and become 
world champion; Stones and Bones - it's a 
scream. 21st Century promises that now it is 
even closer to the real thing. 

The conversion was performed by Digi- 
tal Illusions and features four times more 
colors, making full use of the AGA chip set 









and studio recorded CD-quality musK 
make the game come alive. Early demonstra- 
tion soff»\'are for this game is very exciting 
with realistic flippers and ball control. 

In Sleep Watkerby Ocean you must keep 
your sleepwalking master — your his faithful! 
dog— from getting lost. Your goal is to push 
and kick the oblivious, ever-moving sleeper 
up a series of rooftops and back tlirough his 
bedroom window. 



Four Fantasies 
Pinball Fantasies is 
one of the two 
games 
or itiiili Commodore will 
g f' WH be bundling with 
' each CD" sold in 

Nortti America. 
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hypertcxtiiitl links. Il is also compntiblo witli 
CDTV mid tho A57(). It will be availnhlo tlic 
first quarter of 1994 in NTSC and PAL witli 
language support for English, French, Ger- 
man, Italian, and Spanish. 

Cult Game Series - Pinocchio 

CarloCollodi.tliL'original writerofP/n()tL'/;/ii, 
ptiLili.shcd his world famoiLs hook in 1881, 
while workingforGIUNTl inFlorence. After 
12 million copies were soid bv his original 
publisher — and 480 million copies distrib- 
uted by others — CoUodi returns to us, "go- 
ing beyond the printed page." A skillful elec- 
tronic transposition of the original fairy tale, 
PiiuKclih is di\'ided into two main parts: the 
first is the stor\', an enchanting audiovisual 
book lasting for more than two hours with 
aiiditj, still pictures, and animation; the sec- 
ond option is the Game, where Pinocchio 
must sa\-e his father, swallowed by a u-hale 
and trapped in its stomach. The game is 
made up of many differentsituations requir- 
ing different skills. Ideal for children up to 
the age of 1 2, Pinocchio can vvell be defined a 
Cult Game destined for success. Available 
now in NTSC or PAL with language support 
for English, German, Italian, Spanish, and 
Portuguese. 

Cult Game Series - Athens and Sparta 
Discover Creek civilization without being 
compelled to read a boring history hook. 
This is the aim of the authors of this title who 
avoided the usual paging of an "interactive 
multimedia book," choosing instead the 
implementation of a graphic strategic/ad- 
venture game, where the user can actas a real 
protagonist makijig decisions and being re- 
ally "active." The title introduced informa- 
tion of various kinds about history, culture, 
and everyday li fe of classical Greece in the 6- 
9 centuries B.C. through a game whose final 
goal is to conquer the "polis." To do that, the 
player must wear the clothes of a warrior of 
that time, and further on taking care of the 
administration of the conquered lands. But 
that's not enough to win. Each "polis" jeal- 
ously keeps the secret knowledge of a par- 
ticular SLibject — that he will further need to 
pursue his objectives — expressed by multi- 
media techniques- By learning these secrets, 
the player understands more andmore about 
ancient Greece each time a different game. It 
is also compatible with CDTV and the A570. 
It will be available the fourth quarter of 1994 
in NTSC and PAL with langLiage support for 
English, French, German, Italian, and Span- 
ish, 

•AC' 



CD^2 Software 
On The Wayll 



Commodore has announced several titles are currently in production for early release. The 
following is a list of .some of the vendors and the titles they will have available forCD^^ in 
Europe. Watch these pages for reviews of these new titles as thev become available. 



Audiogenic Software Ltd. 

Bubble & Squeak 

Exile 
Bullfrog 

Syndicate 
Domark 

Trivial Pursuit 
Electronic Arts 

Labyrinlh 
Extender 

Super Melhane Brothers 
Gametek (UK) Ltd. 

Humans 1 & 2 
Grandslam 

Beavers (AGA) 

Chambers of Shaoln 

Hunt for Red October 

Liverpool Football 

Nick Faldo's Gulf 

Seven Gates of Jambala (AGA) 
Gremlin Graphics 

K240 (AGA) 

Legend of Sorasil {AGA) 

Little Divil 

Lotus Turbo Trilogy 

Utopia 11 

Zool (AGA) 

Zool 11 
Images 

Shadows of the Wind 
Interplay 

Castles II 

Lord of the Rings II 
International Computer Entertainment Ltd. 

50 Game Compendium (with dongle) 

Deep Core 

Gull 

Mean Arenas 

Total Carnage 
Krisalis Arabian Nights (AGA) 

The Break 

Traps & Treasures 
Microprose 

Pirate Gold 
MicroValue Flair 

Dangerous Streets (AGA) 

Golden Collection 

Oscar 

Reach Out For Gold 

Surf Ninjas 

Trolls 

Whale's Voyage 



MicroValue Flair (continued) 

Winter Super Sports 
Millenium 

Diggers 

James Pond 2 (RoboCod) 

Morph 
Mindscape 

Alfred Chicken 

Degeneration 

Fury of the Furries 

Liberation (AGA) 

Overkill/Luna-C (AGA) 
Multimedia Machine 

50 Karaoke Hits 

Now That's What I Call Games 

Now That's What I Call Games 2 
New Media 

Guinness 11 
Ocean 

Jurassic Park 

Ryder Cup Golf 

Sleepwalker 
Optonica 

Insight Technology 
Playsoft CBM 

Amiga American Football 
Psygnosis Ltd. 

Microcosm 
Renegade 

Chaos Engine (AGA) 

Sensible Soccer (AGA) 

Turrican III (AGA) 

Uridium II (AGA) 
Sachs 

Defender of the Crown II 
Software Inspiration 

Ceaser Deluxe/Cohon II (AGA) 
Supervision Int. Ltd. 

Donk - Special Edition 
System 3 

International Karate Plus (AGA) 

Myth (AGA) 

Ninja III (AGA) 

Super Putty (AGA) 
Team 1 7 

Alien Breed-Special Edition 

Assassin Special Edition 

F1 7 Challenge 

Project X 

Qwak 
XJphias 

Grolier's Encyclopedia 



I The Fred Fish Collection was not pre- 
sented this issue because no new disks 
have been released since our last issue. 
Fred Fish is currently developing his 
collection on CD-ROM as vvell as on 
floppies. Hi' has promised to continue iii^ 



Where's Fred? 



collection to disk number ItWO. At that time 
AC has made arrangements with Mr. Fish to 
continue distributing the new portion of his 
collection on floppy disk while he creates 
additional CD-ROM coUection.s. 

The Fred Fish catalog will reappear in 
our next i-,sin. with the latest released disks. 



For a complete catalog of progran 
available in the Fred Fish Collection, pleas 
refer to ACs GUIDE To Tlic Commodore 
Amiga Winter '94 on sale now at y*>ur loca 
dealer or bookstore. AC'a CUIDF. is alsd 
available as part of an ACs SuperSub. Tg 
order, dial 1-800- ': 



FliBRUARY 1994 



95 



CD" Special 



CD32 |_|Qs Landed 



CD'- is here. Well almost. At press time. Commodore USA is 
not commenting on how manyunits will be available forsnle 
this month. Corporate executives are preparing for tlieir 
introduction of CD'- at the Winter Consumer Electronics 
show to be held in Las Vegas January b-lOand they are beint; 
very tight lipped until after the e\'ent. 

Inthcmeantime,salesof CD-havcbeen e>itrodinary in 
Europe. It is the leading CD platform in sales in the U.K. and 
software de\'elopers are quickly porting product to the new 
platform. AC is launching a CD"*- column to review that 
software and be certain that the new products conform to 
standards all CD'= users should e.\pcct, 

What standards? First, no CD'- title should e\'er men- 
tion a keyboard. Game developers should take the time to 
adjust the software to be CD"'--specific, eliminating any ref- 
erences to their standard .Amiga or PC versions. 

Second, it should take advantage of the features avail- 
able to CD''= — music, graphics, etc. Granted, designers may 
want their new software to be compatible with CDTV, and 
this is fine. What we do not accept are games that have been 
shuffled over from other platforms withoutnny care taken to 
clean up their graphics, improve thcirsound, or speed up the 
game play. If it says CD'-, it should be CD'-. 

A further lists of gripes, likes, and the other will be 
available in the next issue. If you hn\'e suggestions, questions, or 
comments, write in care of this column. This is your way to know the 
latest developments on what CD"- is doing. 

For now, we have gathered descriptitms from a few new games 
to be released by Commodore (that's right. Commodore) and by the 
Italian developer Giunti Multimedia, in addition, we have listed the 
titles CBM e.\pects to see in the next few months and we have a scoop 
on the new games which CBM plans to give free with brand new CD'- 
units. 

Commodore Publishing 

Although Commodore has not financed the development of 
third-party softw-are, thev have licensed and created a few titles of 
their own. Even though somcof these titles were under development 
for CDTV, all ha\^e been updated for the new features in CD'-. The 
following five titles are in duplication at press time and should be 
available by the time you read this. 

Defender of the Crown 

The nation is in turmoil following the death of F.ngland's rtiler. 
King Richard. To save their beloved country, the bold Saxon knights 
clash against the evil forces of the plundering Normans. Only tlie 
strongest, most skillful knight can overcome the obstacles and win 
the crown to become King of England. Defender of the Crown 
{S39.99) is an interactive tale of brave knights whose days are filled 
with daring jousts, breathtaking sword fights, beautiful damsels in 
distress, and enemy castle sieges. Available January 10, 1994. 

Grolier Electronic Encyclopedia 

All 21 \olumes of the Academic American Encyclopedia on a 
single .Amiga CD'- disc. The ,'\miga CD'' multimedia version con- 
tains over 2U0U full-color photographs, maps, and illustrations. This 
product retails for $199.99 and is available January 10, 199+. 

Amiga CD'- Football 

An interactive football game forCommodore's .Amiga CD'-. The 
user controls all aspects of game play by selecting teams, substituting 
players, and executing plays from theextensive Amiga CD"'- playbook. 
Three levels of play allow the user to choose his le\'cl of interaction 




... -^jESi 

Defender of The Crown is just one of the titles Commodore Publishing 
will release in the new CD^^ format. 



including obser\'er (Commissioner model, piny calling only (Coach 
mode), and acti\'e participant (.Arcade mode). The title uses 
Commodore's CDXL video which heightens the user's experience. 
Motion video segments include: Pre-game discussion from thesports 
desk, half-time discussions, post-game interviews, as well as in- 
structions from the assistant coach. The game itself includes a referee 
who makes calls \'ia a video inset (picture in a picture). Amiga CD'- 
Football retails for S44.99 and is available January 10, 1994. 

Guinness Disk of Records - 2nd Edition 

Tlie Guinness Disk of Records is a multimedia version of the 
well-known book and retails for 5S4.99. This new edition, available 
January 10, 1994, includes graphics created in the AGA chip set 
resolution, a new Finder Index, audio/video guided tours, and a 
Main Index allowing aiphabetic .searches of the records. 

Insight: Technology 

Insight: Technology (S49.99) is a fascinating reference disc that 
reveals the secrets of how things work thi'ough words, piclures, and 
video. Containing over 25U topics and 2000 keywords, the user can 
view and explore the secrets behind many ol today's advanced 
technologies. The title uses Commodore's CDXL video. Motion 
video segmentshighlight many of the topics.ind 700 photographsare 
contained in sight and sound slide shows, l-'ull-screen animations 
demonstrate in detail the inner workings of many ol today's technical 
marvels. Insight: Technology has a release date of January 10, 1994. 

Giunti Multimedia 

Guinti Multimedia has promised a large variety of software in 
multiple languages for the entire world. Giunti began with titles for 
CDTV, but maintains that their programs will also work on C\T-. The 
advanced material oti their latest effort, Pinocchio, is very exciting. 
The art and stor\' are different from the mainline games we usually 
see. 

Scientific Atlases Series - The Human Body 

A complete refercrice title on the subject of human anatomy, 
with animations, videos, pictures, speech and written text. Naviga- 
tion is accomplished in two major ways: the .'Vnalytical Index and the 

(continued on page 94) 
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Amazing Computing 



' Cw/ The "Amazing" AC publications give me 3 GREAT reasons to save! 
Please begin the subscription(s) indicated below immediately! 
Name 



^B^^ 



Address _ 
Clly 



. State . 



ZIP 



V/Sj9, 



DISCOVER 



Charge my Visa MC # 

Expiration Date Signature 



Call now and use your 
Visa, Master Card, or 
^ Discover or fill out and 

Piease circle to indicate this is a New Subscription or a Renewal Send in this Order form! 



1 year of AC 


12 bfg issues of Amazing Computing! 
Save over 43% off the cover price! 


US S27.00 1 1 
Canada/iVlexico S34.00 1 1 
Foreian Surface S44.00 1 1 


1-year SuperSub 


AC + ACS GUIDE— T4 issues tofai! 
Save more Itian 45% off the cover prices! 


USS37.00 1 1 
Canada/IVIexico S54.00 | | 
Foreign Surface S64.00 1 | 


1 year of AG's TECH 


4 big issues of thie FIRST Amiga tectinicai 
magazine witti Disi<l 


USS43.95 1 1 
Canada/Mexico S47.95 1 1 
Foreion Surface S51. 95 1 1 



Please call lor all other Canada/Mexico/foreign surface & Air Mail rales. 
Ctieck or money order payments must be in LIS funds drawn on a US bank; subject to applicable sales tax. 



^ 






NAME 



ADDRESS. 
CIW 



_STATE_ 



ZIP 



CHARGE MY; VISA 

EXPIRATION DATE 



_M/C 



SIGNATURE 



Amazing Computing Back Issues: $5.00 each US. S6.00 each Canada and Mexico, 

$7 00 each Foreign Surlace. Please list issue(s) 

Amazing Computing Back Issue Volumes: 

Volume t -S15.00- Volume 2, 3, 4. 5. 6, 7. or 8— $20.00* each or any 12 issues for $20.00* 
■ All prices now include shipping & handling. ' Foreign surface; S25. Air mail rates available. 



ACTECHy^IGA Single 



»lel'isnesju.sfS14.(»5: VI. 1 (PetMiERS), Vl.2, V1.3, Vl.4, V2.1, 
V 2.2, V2.3, V2.4, V3.1 , V3.2, V3.3, V3.4 
ViiiuiuL' OiK-. r«<i, or ThnT aonij)k'(t') iir eiiiv fiiur issue.'. — S4(I.(H): 
Freely Distributable Software - Subscriber Special (yes, even the new ones!) 
1 to 9 disks S6.00 each 

10 to 49 disks SS.OOeach 

50 to 99 disks S4.00each 

100 or more disks SS.OOeach 

S7.00 each for non subscribers (tfiree disk minimum on all foreign orders) 



Ajiiazing on Disk: 



AC*T .Source & Lislings V3.8 S V3.9 ACB2 

AC(f3 . -Source & Lislings V4.5 & V4.6 ACii4 . 

AC#5 . . .Source & Lislings V4.9 ACB6 . 

AC#7 ...Source & Lislings V4.12 & VS.l ACns 

AC#9 .. .Source & Listings VS.4 a V5.5 ACe 1 

AC#11 .Source a Lislings VS.B, 5.9 & 5.10 
AC#13 ...Source & Listings V6,2 & 6.3 
AC#1S ...Source &UslingsV6.6, 6.7. 6,B, & 6,9 



Source f. Lislings VJ.S & V4.4 
Source S Listings V4.7 & V4.e 
Source & Listings V4. 10 &V4. 11 
Sou rce & Listings V5.2 & 5 3 
.-Source & Listings VS. 6 & 5.7 
AC#1 2.. -Sources Listings V5.11, 5.12 4 6.1 
ACS14 ...Source & Listings V6.4. i 6.5 



^^B^^ 



V/SA. 



DISCOVER 



Baci< Issuos; 

S 



AC'S TECH: 

S 



PDSDijks: 

S 

Total; S 



Plc;tse list ytiur 1-ivcly KL'di.strilitilulik- SoflwarL- st.-|c(.-llons tx-low: 
AC Disks 



Complete Today, or telephone 
1-800-345-3360 now! 

You may FAX your order to J -508-675-6002 

Please allow 4 to 6 weeks tor delivery ol 
subscriptions in US. 

(Iiumbcrs I through 930) (Domcslic ami l-mc^n air nwil r«,« an.iUMc- on ,vcj„r,t) 

Check or money order payments must be in US funds drawn on a US bank; subject to applicable sales tax. 



(numbers 1 through 15) 
,lMtCUS 

(numbers I through 26) 
Fred Fish Disks 







Please return to: 



Amazim Amiga 

^ .A. COMPUTING C7^ 

P.O. Box 2140 

Fall River, MA 02722-2140 



Please place order form in on envelope with your check or money order 



Please returr^ to: 

Jl -*. computing CT^ 

P.O. Box 2140 

Fall River, MA 02722-2140 

Please place order form in on envelope with your check or money order 



Amazing Computing for the Commodore Amiga — 

Your original monthly Amiga resource! 
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Name_ 



DISCOVER 



Address . 
City 



State 



ZIP 



Charge my L I Visa 
Expiration Date 



llVIC #_ 



Mf 



. Signature 



Please circle to irdicale this is a New Subscription or a Renewal 



ViSA. 



1 year of AC 



1-year SuperSub 



1 year of AC'S TECH 



12 big issues of 
Amazing Computing! 



AC + AC'S GUIDE 

= 14 Issues total! 



4 big issues! The #1 Tech Resource 



US 327.00 
Canada/Mexico S34.00 
Foreign Surface S44.00 



The "Amazing" 
AC publica- 
tions give me 
3 GREAT 

1 options to 

\ save! 

I Please begin 

i my 

i; $ubscription(s) 

I IllilllcUictitliy. Please call for all other Canada/MexictjVfoieign surface & Air Mail rates. 

I Check or money order payments must be in US funds drawn on a US bank; subject to applrcaUe sales tax. | 



US S37.00 
Canada/fUlexico S54.00 
I Foreign Surface $64.00 L 



US 343.95 □ 
Canada/Mexico S47.95 
I Foreign Surface 351,95 



NO POSTAGE 

NECESSARY 

rF MAtlED 

IN IKE 

UNITED STATES 



BUSINESS REPLY MAIL 

FIRST CLASS MAIL PERMIT NO. 36 FALL RIVER, MA 



Postage Will Be Paid By Addressee 



Amazing AmoA 

P.O. Box 2140 

Fall River, MA 02722-9969 



l.llH.I.,l.lMl.{|.l„l,l..l...lil.....(.ll 



BUSINESS REPLY MAIL 

FIRST CLASS MAIL PERMIT NO. 36 FALL RIVER, MA 



Postage Will Be Paid By Addressee 




.COMPUTING-I 



miiGA 



P.O. Box 2140 

Fall River, MA 02722-9969 

III l.lf„.l,.l.l..l.ll.l..l.lMl,..lil I. II 

Please return to: 

/hnazinQ Amiga 

JL JL com:ptjting~C7,^ 

Yonr QHxt^^ai AMSOA' Mnmtttlj^ Rrfutr^tf ^^T 

P.O. Box 2140 

Fall River, MA 02722-2140 



NO POSTAGE 

NECESSARY 

IF MAILED 

IN THE 

UNTIED STATES 



Please place this order form in an envelope 
with your check or money order. 



Please return to: 




miiGA 



P.O. Box 2140 

FaU River, MA 02722-2140 



Please place this order form in an envelope 
with your check or money order. 



f Co. The "Amazing" AC publications give me 3 GREAT reasons to save! 

Please begin the subschption(s) indicated below immediately! 



Name 



Address _ 
City 



. Slate . 



ZIP 



Charge my I | Visa ! ^ MC #_ 



V/SA. 



Expiration Date _ 



. Signature _ 



DISCOVER 



Please circle !o indicate this is a New Subscription or a Renewal 



1 year o! AC 


12 big issues of Amazing Computing! 
Save over 49% off the cover price! 


USS27.00 i_| 
Canada/Mexico S34.00 1^ 
Foreign Surface S44,00 | ^ 


1-year SupefSub 


AC + AC'S GUIDE - 14 issues total! 
Save more than S31 off the cover prices! 


US S37.00 : Zl 
Canada/Mexico S54.00 1 ^ 
Foreign Surface S64.00 1 ~l 


1 year of AG's TECH 


4 big issues of the Amiga's Original 
Disk-based technical magazine! 


US S43.95 '^ 
Canada/Mexico S47.95 II] 
Foreign Surface S51. 95 | Zl 



Please call for all other Canada/Mcxico/forelgn surface & Air Mail rales. 
Check or money order payments must be in US funds drawn on a US bank; subject to applicable sales tax. 



Please return to: 




miiGA 



P.O. Box 2140 

Fall River, MA 02722-2140 



Please place this order form in an envelope 
with your check or money order. 



r CO. The "Amazing" AC publications give me 3 GREAT reasons to save! 

Please begin the subscrlption(s) indicated below immediately! 



Name_ 



Address _ 
City 



^^^^ 



. Stale _ 



ZIP 



Charge my 'i 'Visa 
Expiration Date 



JMC #_ 



V/SAr 



. Signature . 



DISCOVER 



Please circle to indicate this is a New Subscription or a Renewal 



1 year of AC 


12 big issues of Amazing Computing! 
Save over 49% off the cover pricel 


US S27.00 JJ 
CanadayMexico 334.00 "] 
Foreign Surface S44.00 i 


1-year SuperSub 


AC + AC'S GUIDE - 1 4 issues total! 
Save more than S31 off the cover prices! 


USS37.00 n 
Canada/IVIexico S54.00 ] 
Foreign Surface S64.00 1 


1 year of AC'S TECH 


4 big Issues of the Amiga's Original 
Disk-based technical magazine! 


USS43.95 m 
Canada/IWexico S47.95 rj 
Foreign Surface S51. 95 1 1 



Please call for all other Canada/Mexico/foreign surface & Air Mall rates. 
Check or money order payments must be In US funds drawn on a US bank; subject to applicable sales tax. 
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SuperGen 
IX 

S-VIDEO AND COMI'OSn E 

GENLOCK AND OVERLAY 

SYSTEM 




THE FUTURE IS HERE! 

Creaie spectacular true color animations oti 
your Amiga. 



Kitchen ^-^ 
Syiw % 

TWO COMPLETE ^tO 



TIME BASE CORRECTORS 

ON ONE card: 




tK 



^Vi% 






• Only broadcast quality S-ViiJeo genlock ff'^-i^ 
for less than $1000 ' ■"' ' 

• ^GA Lompatiblo. Compalible with all 
■^miga models 

• Two independent dissofve controls 

• Software controllable 

SuperGen SX 
$749.00 




Sup 



The Original 

erGen 






BROADCAST QUALITY COMPOSITK 
GENLOCK AND OVKRLAY SYSTEM 




Paint, digitize and display beautiful full color 
composite video images on any Amiga. 

Capture an image in 10 seconds from any 
color video camera or stable video source 

Full-featured paint, digitize and con\'ersion 
software included. 

Compatible with AG A 1200 and 4000 
Amigas in NTSC/PAL modes. Two to four 
times the speed of AG A animations (DCT\ 
v.s. HAMS) with greater color and resolution 

Compatible with all popular 3D, renderin<> 
and graphics packages including: 

AD-Pro. Aladdin 4D, AmigaVision 
Brilliance, Calligari, Cinemorph 
Draw4D, IniageMasier. Imagine 
LiglnWave, MorphPlus, Real 3D 
Seala, Scenery Animator, Sculpt 
VistaPro, and many others... 



I'l 



NEW 



DCTV ,. 
(NTSC or PAL) 
$299.00 



The Kitchen Sync provides two channels of 
tittle base correction - the perfect low cost 
TBC solution for the Video Toaster™. 

With a Video Toaster, the Kitchen Sync 
provides a complete A/B roll editing system. 

Two complete infinite window time base 
correctors on one IBM AT/Amiga 
compatible card. 

• Absolute 100% broadcast quality 

• Composite or Y/C video in 

• Includes exsy to use external control panel 

• No wavefonn monitor needed 

• Variable speed strobe 

• Freeze Frame, two rock-solid Freeze Fields 

• Low power consumption 

• Lowe.si TBC price per channel 

• Work.? with consumer grade VCRs 



NEW 
PRICE 



Kitchen Sync 
$1295.00 






SuperGen 
$549.00 



SuperGen2000i 

BROADCAST QUALITY FOR A2000 
WITH BUILT-IN PROC-AMP 

raig^T SuperGen 2000s 

LPLriJc;i^! $1195.00 






I 



RGB CONVERTER 



Allows the use ot 
DCTV with standard 
RGB monitors (1084) 
in standard NTSC or 
PAL mode.s. Also 
permits the use of 
external genlocks like 
our SuperGen. 



jjray fi. RGB Converter 
I 5 J Z ^ [ 1 =IK $199.00 




Genlock Option 

Required to synchroni/.e the Kitchen Sync to 
an external video source. 

^HsJTjr^, Genlock Option 
dE^W=«k. $150.00 

S-VHS Option 

Required to enable S-VHS/Hi-8 (Y/C) 
video outputs. 

[i?|=4y^ S-VHS Option 
$99.00 



PRICE! 



i^''^-:v:3i 



H FREE SHIPPING ^ CALL 

on all VISA & MC orders In the US. ^m^i^^ DIGITAL 

COD - Casii only - add $10.00. D IRE 

Call by 2:00pm PST/5:00pm EST for same day shipping. 1 "800-645-1 



DIGITAL 



Worldwide Distributors and Dealers Wanted. Inquiries invited. 



-^DIRECT 

1-800-645-1164 
Orders only 

9:00am to 5:00pm PST M-F 
For technical information icati 916-3444825 



'J^. 

i-:< 



I P.O. Box 97, Folsom CA 95763-0097 • Phone 916'344'4825 • FAX 916-635-0475 

1 SuperGen SX, SuperGen, SuperGen2000s, DCTV, DCTV RGB Converter, and Kitchen Sync are trademarks of Digilal Creations, Inc. 
Video Toasler is a trademark of Newlek, Inc. IBM and IBM AT are registered trademarks of IBM, Inc. Amiga Is a registered trademark of Conjimodore-Amiga, Inc. 



Circle 109 on Reader Service card. 
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Professional Paint & Animation 

^ DIGITAL 



E A T I O H 



Circle 108 on Reader Service card. 



